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WELCOMETO 


Everyone has fond memories of their favourite games, or their 
first computer or console. We remember collecting Sonic's Chaos 
Emeralds, booting up our first Amiga game or achieving our highest 
everlap time on Super Mario Kart. A piece of classic game music 
will instantly recall a time from our youth, while an image of a retro 
home computer will inevitably result in waves of nostalgia. With 
that in mind, we've gone through the last 12 issues of your favourite 
‘magazine and cherry-picked the best content for this annual. So grab 
‘cup of tea, sit down and enjoy a selection of awesome features and 
fantastic interviews covering some of the industry's defining games, 
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Everyone's got a favourite track in Super 
Kart = here are the ones we particularly like. 


arcade. Is eran not the ezsest 
oftracks sd was never amazing a 
It butthefelng you get hen you 
complete the course without faling 
cfs mighty sweet 


‘a Wichatitiebit of 

practic, ths course will 
\etyou unleash your inner scumbag 
which s exactly wy ove. Mastery 
coftmusheooms willallow you to hop 
over the walls, making for huge 
sneaky shortets that wil keep you 
ahead the pack, 
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Mario Kart, and kart 
racers in general, just 
wouldn't be the same 
without the ability to 
attack your fellow 
racers or clase the gap 
with a boost. We take 
alook atthe tems that 
were on offer in 1992. 


STAR 
smifyoure struggling tokeep 
rmayreceive this rar item 
temporarily boosts your speed and 
‘enables yout attack ther racers 
byramming them 


MUSHROOM 
I This iter gives youa bre burst of 
speed, and is eommanly handed out 
‘racers that ae fling behind the 
pack, Useitt aver rough terrain for 
handy shorts 


Bio >< DEI a 


BANANA PEEL, 
This defensive tere commonly 
Sched ou othe froniunners, 
snd eanbe thrown forwards of 
backwards another racer its it 
they spin ouimmediately 


FEATHER 

Using he feather wil love fora 

super igh jap that creates major 

shereut opportunites, These are 

‘most commonly found inthe Ghost 
Valey eres 


» dott 


GREEN SHELL 
1m nce fired tis projecile weapon 
wileontind ina straight path unit 
hits a wall, at whieh pin rebound 
off. its ake item for experienced 
racerswih deadly im, 


RED SHELL 


ming a wall to 
Shel btifyoufired ita 
lime twor' dothat becauze Res 


Shel 


home in on nearby racers fora 
deadly sire, 


~ 


i 


Boo 
‘Using the Boo vill gveyoua 
shostly countenance, uning you 
Invisble and allowing you pass 
through other racers ~ but steaing 
your opponent's tem isthe best bi, 


COIN 


E- mPuling the tigger on this 


sive you coupe of eins, boosting 
your tp speed or aslongas you 


happen hold ono them and giving 


youn edge on your competitors 


LIGHTNING 
This exceptionally uncommon tem 
‘causes huge commotion, shrinking 
enemy racers exept for he us 
From there, they slow and easy to 
‘squash wth your whee 


MARIO KART 64 

Nb, 1996 

‘Theis sequel o Super Maro Ker usedthe 

Adis power ta move the series ina ful 2, MARIO KART SUPER CIRCUIT 

allowing for more dynamic course designs. GAMEBOY ADVANCE 2007 

siso bumped the player count tram two four ke the SNES orginal the irsthancheld 

andntradced the dreaded Blue Shel, Kart used Mode-7-sye a. rotating race, 
sleoincluded the SNES courses as unlockable 
extras, combining withthe game's 20 brand-new 
tracks for amammath roster of 40 


MARIO KART DS 

DS, 2005 

tt The second handheld Mars Rarigame wae 
Nintenda' big stp into the word of line 
garnering ends he chance to play 

against one another without bundling ont a ots 
together The incuson of retro tacks was ise 
‘made ni apermanent fure here 


MARIO KART ARCADE GP 2 
‘ARCADE, 2007 

In Thisismore ofan update than a full-blown 
sequel faturing the origina game's content 
aewell as new items, races, tacks anda 
somewhat irritating ealourcommentatr. Une 
the orginal, export models allowed players 
ese maghetiememory cards 


Wi 2008 
im Races were bumped up 1 pariopans ere Hea 


Lied inalig hee stennalyinaidaa iad ' Cosevelopedy Revo Staos and Nintendo 


EAD, this game retuned oinstothe main series 
ater lengthy absence, and added underwater 
and gliding sections. was also possible to buld 


‘competion, Fr the irs te, players could 
choose ta use motorbikes intexd ot karts, and 
‘maten controls mimicking the use of steering 


el were added, 
yourkart rom three main components body 


whee and gir 


MARIO KART 8 DELUXE 


heft Mario art oF 


MARIO KART: DOUBLE DASH! 
GAMECUBE, 2003 

i Ths experienial tie required players to pick 
wo racers which euld be freely swapped during 
the race andkart were alse chosen separately 
Special weapons or each racer were alse 
Incuded for regular players as well asthe CPU 


MARIO KART ARCADE GP 

‘ARCADE, 2005 

tt The iret con-op salen nthe series wae 
developed by Namco andincuded Pac-Man as 
special guest racer Anieulous 93 items are 
inetuded, anor the st time since the gna 
on-rac coin makethirretum 


MARIO KART ARCADE GP DX 
‘ARCADE, 2013 

major overhaul athe Mari Ror 
Arcade GP series adisheavy medieatons te 
existing ack yout, including the ation 
cof underwater and gliding sections eal 
sill beg updated today, and ean be fourdin 
Wester arcades 


The HD era ai 


Sac zo avy sections, slewing forimpoesble wists 


i erhanced version of Mare Fart wide 
altthe Wi U version's DLC, revamped ale 
Mode wth ew courses including 2 Spaton= 
themed rena new characters and he ality 
tohaldtwoiteme at ence Viual are aleo 
paraded to 1080, 


and oops, Bes make her return and ATV 
debut, while DLC adds representation for cer 
Nintendo properties including F-Zero, Zelda, 
‘Animal Crossing and Excite. 


How Super Mario Kart is influencing 
Mario Kart 8 Deluxe on Switch 


The DNA rant ine Super Mate ssl lew inte 
‘rnehies nese i, 


‘Sometimes, you dont know what you have unt i's 
gone ~ and that's certainly true for many elements 
af the original Super Mario Kart, which have come 
and gone over the years. Character-specifc tems. 

and collectable coins were both omitted from Mario 
‘Kart 64 but later returned tothe series, and Morio. 
‘Kart 8 Deluc is bringing back more SNES-era 
{features that have been missing a¢ of at, 

With the original Wi U version of Mario Kart 8, the 
biggest complaint that many had was the emission 
‘ofthe classi Battle Mode, a feature which originated 
on the SNES. Instead of heing able to roam around 
-specialy-designed arenas that encouraged carnage 
and interaction, the game featured battles on regular 
racing tracks, a compromise which satisfied few. 

‘The good news is that SNES-stylebatling is back in 

‘Mario Kart 8 Deluxe, and a variety of retro arenas are 

‘making their return along with it, ineluding the SNES 
Course 

‘Thats not the ony returning feature, either. While 


| Nameo's arcade games have featured the Boo 
as an item consistently, Nintendo's Mario Kart games 
haven't done so since Mario Ket DS, but it's back for 
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Elf needs food badly, 
again. Warrior is 
about to die, once 
more. But was 
Gauntlet Il really 
just a lazy rerun of 
the original game? 
Martyn Carroll sets 
off to explore 

the sequel’s 

hidden depths 


recisely zero people were surprised 
when Atari Games released Gauntlet I! 
‘August 1986, less than a year after 
the first game debuted. The orginal 
Gauntlet was, smash-hit success that out- 
earned every 0 p in the arcade. This was 
not mere happenstance — Gauntlet was specifically 
engineered to make as much money as possible, 

‘The game's project leader, Ed Logg, was trying 
to work out a way of increasing eamings at a time 
when players in the US were not prepared to spend 
more than a quarter on a single credit. And when 
they deposited that quarter, the game was 
engaged for two minutes or however long, 


during which time a erowd might gather but they 
‘would have to wait to play. Ed's eureka momant 
was creating a game where four players could play 
simultaneously. They could jon in or drop out at 

wil, ard by inserting extra coins they could prolong 
their playing time. Four players effectively meant 
four times the eaming potential of each machine. Of 
course, this gambit would have backfired hilariously 
had Gauntlot been a cernble game that no-one 
wanted to play, But thanks to a dollop of Dandy, a 
sprinkle of D&D and a good amount of Atari arcade 
expertise, the game was 2 genuinely fantasti 
action-packed, fourplayer dungeon-crawier. Gi 
was the hot coin-op of 1988. 


he game remained an important 
property for Atari throughout the 
following year. Numerous revisions were 
issued in the form of EPROM updates 
that fixed ougs and tweaked gameplay. A lator 
revision also addressed the issue where a skilled 
player could survive almost indefinitely on a single 
credit (which was not good for profits). ‘proper’ 
version 2.0 was always in the works, however, 
‘and according to Bob Flanagan, who designed and 
programmed the Gauntlet games alongside Ed 
Logg, it certainly wasn't a nush job despite 
itarriving s0 oon after the original. "We 
spent about ten months coding > 


ULTIMATE GUIDE: GAUNTLET Il 
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Richard Costello was responsible for the ST and Amiga versions 


How did the Gauntlet if conversion 
‘come about? 

| was working s an in-house programmer 
Gremlin Birmingham, which was part 
‘owned by Geof Brown of US Gold. For 
Gremlin was working on research and 
development forthe Atar ST. The ST 
version of Gauntlet had been outsourced 
because atthe time Geof didn't have any 
in-house 16-bit resource, o | volunteered 
to code Gaunt lin my spare time for US 
Gold wilt worked for Gremlin during 
office hours 


‘The ST version of Gauntlet looked 
‘good but suffered fram choppy 
character movement and seroling. 
Was this something you specifically 
tried to resolve with Gountlet I” 
‘There were two prablems with the Atari ST 
Gounlet Firstly the programmer ried to 
replicate the arcade machine raphicaly 
byusing 26x26 pine sprites and 224 
piel background tiles, and secondly, he 
was aPC programmer, used to x86 and 
prima ering nC rather than pure 
assembler. The above worked onthe PC 
‘because ithad a byte-per-pixelsereen 
‘mode, but with the ST each set of 6 pixels 
on the screen were represented by eight 
interleaved bytes, whch meant accessing 
the screen was mere complex and time 
<onsuming. Te get the fame-rate and 
playability the graphics needed tobe 
adjusted to amore optimum size forthe 
‘ST's hardware, namely 6x6 itl sprites 
on T6x16 pie tle background, Pls 
‘coded everthing in 68000. The smaller 
sraphies and optimised format meant 
could draw the sereling tiled background 
‘wih up to 128 foreground sprites at 25 


Did you have the coin-op? 
We didhavethe machine inthe office, 
and we could enter asystem check’ 


rode which would splay the contents 
of mermory on the sereen so Kev Bulmer, 
the ats, could review the frames of 

the characters however, he silhad to 
redraw a of them, Tony Porters eter on 
theSpectrum was used to generate the 
level data ust wrat the 68K incerpreser 
to ake thie data and present the right tu 
onthe STs screen. 


Did including support for four- 
players, via the printer port, cause 
any development headaches? 

| aetvally invented the theory andthe 
ting fr the connector. hwas.a simple 
idea because back then the priser port 
was jus parallel inerface 8-bit port 
ith a couple ofits forhandshaking) so 
with ive switches per controller (up, down, 
lef ight ir} you just needed ten bits for 
another two users. |was amazed at how 
‘quickly my suggestion turnednte afew 
thousand connectors appearing inthe 
CentreSok warehouse. 


Overall, how pleased were you 
with your finished versions? 

was more than happy with her. Lused io 
enjoy doing coin-op conversions because 
the specification was stin concrete before 
line ofcode was writen, sonamoving 
goalposts, From acoding standpoint it 
as my second favourite project behind 
Mortal Kombat fr the Amiga. 
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P Gauntlet Il” he says, “which was less than the 
12-16 months for Gauntlet, although 3 lot of that was 
hardware, the maze editor and support.” 


5 you'd imagine, the sequel was prock 
purely to capitalise on the continued 
popularity of the original. “Earnings were 
‘song and there was determined to be 

‘a markot far a new version, Gauntat II was simply 

the next product, intended to have new levels, new 

gameplay, and most importantly the ablity to have 

‘any character al any position.” As Bob stales, @ 

key feature was that players could now select any 

character they wanted, whereas in the original if 

a character was already in play they could not be 

‘chosen, [t was observed that some players would 

ot jain in if Warrior was already taken, for example, 

or if the Valkyrie was the only available character, 
so this was mainly done to remove another ‘block’ 
to playing the game. But Bob is adamant on the 
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"| volunteered to code 
Gauntlet Il In my spare 

time for US Gold whilst 
| worked for Gremlin" 


Richard Costello 


position that the sequel wasn't solely about 
boosting takings. “There was a definite desire to 
evolve the gameplay experience,” he reveals, “with 
the ability to have four wizards instead of one, for 
instance, and the dragon, the secret rooms, rotated 
‘and fipped mazes, ‘IT’ gameplay, power-ups, and 
many other game extensions.” 

‘The sequel did introduce a lot of elements. 
‘There were new amulets that bestowed the player 
with temporary abiitis, including reflecting shots 
{you could bounce shots off walls), transportabilty 
{you were able to move through walls and other 
objects} and repulsiveness (anemic would bo 
repelled away from you). New maze features were 
also introduced, including intermittent force fields 
that you had to dash past, stun tles that briefly 
incapacitated players, and trap tiles that would 
remove walls that were often holding Death and 
‘other nasties at bay. Some walls could be shot 
(or shoved, others were invisible or would move 
(on their own, Sometimes exits would move, 
sometimes exits were fake, All this resulted in levels. 
fooling more intoractive and ‘alive’ > 
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CONVERSION CAPERS 


Just how faithful were the home versions to the Atari coin-op? 


ZH SPECTRUM 

i The same tam responsible for the 280 
‘une returned fe the sequel. Most ofthe 
arcade features were inluded andthe game 
played perfect wel, despite he lack of 
smeathness due te character serling 


AMSTRAD CPC 

This wasthepick ol the #-bthome computer 
‘versions, a featured the detalof the C64 
release winiemaintaining the sped ofthe 
‘Spectrum game. Some decent music and aude 
sffecs rounded a great conversion 


COMMODORE 64 
1 The original 64 version of Goulet was so 
yet suffered from some bugs. The sequel was 
‘more polished but ran a slower pace than the 
origina. The result was a dungeon erawlinthe 
ost teal sense 


sxxats van) 


ATARI ST 

sm Sel-biled as, “The most authentic mulation 
yet from an areade machine” andfor once that 
Was pretty accurate featured al othe coin 
ops gameplay elements along with he digtsed 
speech and support for four player co-op, 


AMIGA 
The orginal Gountet ever madeit ithe 
‘Amiga, so expectations were high or the sequel 
andit did't disappoint twas based onthe ST 
‘version bun this was no bad hing. The our- 
layer option was earied over, too 


WO 


NES 

1m Arriving late Gi 1990) bu worth he wa, 
‘the NES version squeezed the arcade game 
onto acaridge featured allofhe enemies, 
collectables and secrets, plus lots of digitised 
speech ad even four player support. 


Pc/o0s 
tm ThePCreleace was based onthe ST and 
‘amiga versions andthe result was similar 
interms of ook and fee, als included ny 
lternatve version wih a smaller game screen 
for PC overs with slower processor, 


1684) 
GAME DOY 
int replicate sprawling, enemysfled 
dungeons on the Game Boy's tiny sereen was 
‘tough ask, but he endresul actualy worked 
rather well~partcularty in two-player mode 
using the Game Link feature 
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> The original dungeon dwellers returned along 
with some new monsters. The most inventive was 
"IT, a swirling apparition thas would curse players 
fon contact. Once cursed, enemies would swarm 
towards you, and the only way to remove the curse 
‘was to pass it onto anather player, resulting in 
madcap bouts of dungeon tag. Finaly there was the 
dragon, which was the largest enemy and, in some 
ways, also the biggest disappointment. Dragons 
‘would lurk in various leve's and often guard the 
‘ext, but anyone hoping to encounter a massive, 
fire-breathing beast on, say, lovel 100 would be 
disappointed, The sequel followed the design of the 
‘original where the game continued ad infinitum and 
thate was no final dungeon (unike the NES 


"| did not use any of 
the original C64 code 
even though | had 
access to it all" 


‘Stuart Gregg 


ehh eae 


version of the original Gauntlet which did end at 
level 100 with @ boss battle against a three-headed 
‘dragon, no less) 


here was no end game,” confims Bob. 
“Tho idea for the Gauntlet sories was 
infinite play. The dragon and the treasure 
rooms were meant to help with shorter- 
term goals and completion feelings for the player 
Many players felt that there were an infinite number 
‘of mazes and possibly that they were generated 
~ that was an authoring cheat from us.” For the 
record, there were actvally 105 standard levels, plus 
11 treasure rooms and a couple of secret rooms, 
making 118 unique lovols in total. Each level coulet 
be tlipped horzontally, flopped vertically, and also 
fiplopped, so thera were 472 variations overall, 
‘which would repeat forever, in theory. 


RUHHING THE GAUNTLET 


‘Some tips and tricks to help improve your subterranean life expectancy 


Prrrsie a cin 
Pier yy tees 
Resssae en 


Ceee 
hb L LLL 0 
AA ehh 
or ge 


” ba 
oy 


See 


ox 


6000 ELF 

youre playing sol, choose Et 
He's quick, has good shot sped, 
receives lt of fod, and you buld 
Lphis magic he's as powerful as 
Wieardwhen esting spl Vale 
is also recommended, 
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GHOST HASSLE 


‘ofalthe regular enemies ghosts 
are the most dangerous as hey cant 
be defeated hand-to-hand, and wil 
sap strength on contatt Take them 
‘out (andthe generator) wth shots 


atthe earlest chance. 


BLOBS BEBONE 
‘Those annayng acid labs are nt 
asinvincbieas the game suggests 
You can destroy them by using a 
‘magic potion stun them, then 
uy using another potion to 


remove ther completely the sequel, 


EXIT STRATEGY 

Asin the original aunt. 
youstalfora whe alot the doors 
Wilepen, and then eventaly all 
ofthe wall wilt texts jst 
takes aot longer for this to tage in 


LOSING IT 

‘The only way to get ridofthe TT 
‘curse, besides passing ita others, 
Istocaittheeurentleve. Let the 
affected player rush towards the 
cet while youprotec them from the 
pursuing hoard, 


The mugger wes «a the ey woud ashi tal our hath 


The tit inthe seauelis more 
trieksy and wil ry and dodge your 
shots Remember tat hehe wll 
follow yourpath, sos posible 
‘stp him by pushing movable wal 
toblock him ff 


On first impressions Gauntlet i] may have 
looked and sounded) lke a quick cash grab, yor it 
introduced a number of new game features th 
while mostly minor, made the game more attractive 
‘and challenging ~ particulary for those that had 
‘exhausted the original. It didn't become so repetitive 
so quickly, that's for sure. Dedicated Gauntit I cabs 
‘were manufactured but the game was mainly sold in 
the form of conversions kits for Gauntlet, and while 
i's always a shame ta lose an original cab to a kit, in 
this case it was more acceptable as the sequel really 
did supersede the original 

Ta prove tha paint try going back ta the origina 
after playing the sequel for any length of time. That's 
almost certainly the reason why Sony opted to 
release the sequel on the PS2 in 2007, as a digital 
release complete with online co-op support. Sadly 
that release is no longer available, but both titles 
have been included on the various Midway Arcade 
compilations released over the years, and in 2016 
the gamos popped up in Lego Dimensions as part of 
the Midway Arcade lavel pack. There are plenty of 
‘opportunities to revisit Gauntiet II ~ and these days 
you don’t need a sack full of siver coins to play. 


‘Dragons ake mutpe shot to 
ell Thebest methods tho the 
reflective shots potion and bounce 
your shtsoffawall Alternatively, 
get another player ta divert the 
rapors attention 
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Stuart Gregg unveils the details of the Commodore 64 version 


How did you land the job of asitwas US Gold's big tile fr Christmas 
converting Gauntlet Ito the C64? andi didnt want that to happen tome. 
| was hited at Gremlin Birmingham as 
junior programmer, about hatfvay 
‘through the original Gounlet developmen 
| was the general dogsbod. di 

9, rate some theintro 


How did you approach Gountlet It 

then? Were you able to update 

Bobs code? 

Idd use any ofthe original C64 code 
‘MterthatIspentalotoftimeunder even though hadaccessoitall After the 

programmer Tony Porter's wing and 

Worked on 2 couple of 280 project with 

him, also made astarton a Thompson 

ot of Goulet based on the 280 code 

When twas ime ta de Gauntlet US 


sues with the erisinal Gaunt, and the 
experince | had working with Tony We 
decided to bascally por the 260 version 
te the Cbd mainly to make sure twas 
readyin time for Christmas. So we decided 
Gold didnt wart Bob Armeourto warkon to get rid of smooth seraing and run at 
itashe'dbeen latewithhe C64 version _25ips. basically plays tke he Amstrad 
of Gauntlet and dditron out all ofthe CPC version, 
features untilhe had fished the Atari 
bit version, ‘That explains why the s 

runs more slowly than th 
‘So Bob was off the job and you ‘Were you pleased with how it 
‘were brought on? turned out? 
Yes. hada latof respect for Bob, He eame Overall was pleased witht. was 20 at 
from Atari development and was trying the ime itwas my first bg tite, and got t 
to push the envelope with the original C4 dene ontime. Given my experience, or lack 
version, He gotalot of pressure andflack of, at that ime asa developer, it would 
fornat geting it done on time especialy havebean ily to try and da more, 
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PET 


IN CELEBRATION OF THE COMMODORE 
MACHINE’S 48TH ANNIVERSARY, ANDREW 
FISHER LOOKS BACK AT THE 
OFTEN-OVERLOOKED FORMAT, ITS 
IMPORTANT GAMES AND HOW IT 

KICKSTARTED CAREERS 


he story of Commodore's PET begins 
in 1976 with its predecessor~ the 
KIM-1, a kit computer based around 
Chuck Peddle's 6502 processor from 


MOS Technologies. Commodore eventually look 
‘over MOS, and Chuck established his vison ofa fully- 
sonal computer to Commadore founder 


‘Steve Jobs and Steve Womiak were 
slowly song Apple | kits and dreaming of theirnext 
machine and it was Chuck wino showed them how to 
That led to an 


make ROMs work with hs process 
extraordinary mesting where a mex 
‘Apple and Commodore was on the table, however it 
never went through. Meanwhile Radio Shack asked 
forbes to range of computers to sellin 
modiore went tits offices to show a 

1¢ Radio Shack tumed it down. 

Commodore announced the Personal Electronic 
Transactor (PET) in January 1977 and the race was on. 
Al three companies appeared at comouter fairs during 
197, but the Apple Il was frst to market in June 
‘The slow process of assembly five Aople Ils per day, 
compared to Commadore's 30 PETS) meant bath were 
behind Radio Shack and its TRS-80 com 
‘TRS-80, with the rival Ziog 220 processor, received 
‘over 10,000 orters in the first six weeks and 5,500, 
machines by the end of the year. Apple's. 
advorising in 1978 gave the impression that it was the 
fastestseling — being fist withthe disk dive and ‘ler 
app’ VisiCalc tured Apple's fortunes around, 

‘Some believe the name PET came from the ‘Pet 
Fock’ craze, others think t was the intals of ane of Jack 
Trarie'srelatves. It was orginally to be the Personal 
Electronic Compute, but esiking the acronym PEC 
Chuck chose the word "Vansactor’ instead, some 
‘workers at Commodore called it 'Pedale's Ego Tip" 
instead, The '2001" sutfix came from Commodore 
Japan, which selected a font similar to HAL's keyboard 


+ dy Od PET Pave erates case teae gre Sac Pale, 
whore ersirs mbps nthe plate, 


n the film 2001: A Space Och + the keys, Starting 
aditon: the graphic characters created by pressing 
‘combinations of koys were shown on each Key. 

(One ofthe earliest PET programmers was Leonard 
son of Jack Tramiel. He wrate a blackiack 


an netal case, manufactured 
fling cabinet division, and its keyboard used 
Sakae Al te cripowestinsrieomstn te 
‘original PET 2001 — the 69:kay koyboard, cassotto dock 
‘and monitor. Although it ad no graphics capabilites, 

the buit-in character sat {known as PETSCI, sinca it 
‘enhancad the ASCII standard) was designed to create 

s on screen. Card symbols, lines, shapes, dots 
and blocks were included. There was no sound and no 
controler ports inthe original PET, features that made 
the Apple better prepared for gamma 

s ended up using 

a shrewd deal, 
me say as ow as $10,000) 


paying a fixed fee (5 
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ESSENTIAL PET GAMES 


COSMIC JAILBREAK 


wile you defend the al rom the bottom of the screen in similar 


wy 0 Space vader wreak kept players captivate, 


and twas later ported tothe ViC-20. 


nstead of royalties to use the language in the PET 
‘and modify it for future machines. Apple inal usod 
Integer Basic, but it was unable to use floating pont 
numbers, Apple licensed Microsoft Basic instead, with 
Bill Gates doubling the fee he got from Commodore, 
‘The TRS-80 started out with Tiny Basic, but decided to 
introduce Microso‘t Basic in 1978 at double the fee 
‘Apple had paid, Early commercial ttes were written in 
BASIC, allowing them to be ported between machines 
I would take a machine cocle montor and assembler to 
‘make things casio for programmers 

“I bought a PET with BK RAM for $800 in Apri 
1978, at The Computer Store in Los Angoles,” says ay 
Balakrishnan, founder of Human Engineered Software, 
“The 4K model sold for $600 but | bought the 8k, 
paying $200 for an extra 4,096 bytes of RAMI" Jay's 
introduction to programming had been a university 
course using an IBM $60 mainframe, "There was itis 


inn tend mera 4OTAS ssa 


GEGEN chun rap use 


Wo Cee) go this fae-moving 
code, back in 1961,» Line 
nto be kw 


forts adventure games 


information about personal computers anywhere. During 
the final tee yoars at university, | developed a passion 
for computer languages and leamed programming in 
20-plus languages. So by the time | got the PET, [had 
leamed enough to start programming it from day one.” 


here was no PET 6502 assembler 
available, so Jay began work on one 
after he helped Tom Rugg write the 
first PET book, 32 BASIC Programs 
for the Commodore PET, HesBal (Basic Assembler 
Language) was inspired by an assembler from the 
IM maintame. "When HesBal neared completion, 
asked Tom for his ertique,” Jay says. “He advised 
that HesBal was good enough to sel commercally. 
spent a few mote months to program HesEdlt, which 
became the PET's fist ful-screen ecttor, HesBal wes 
12 world's first 6502 Assembler. | remembered @ 
forgotten promise made to myself that by 28, | should 
have my own company. On my 25th birthday, Human 
Enginoored Software (HES) was founded, HES got 
started seling HesBal and HesEult together for $16. 
Jay used HesBal to create HesCom ~ software and 
hardware to control a communications cable inking 
ET and a VIC-20. “It was] mostly in BASIC, with 
a smal cote of fastight machine code written using 
HesBal and HesEdt Thus HesCom was very fast and 
sold very well. Also, Terry Peterson used HesBal to. 
‘toate HesMlon, HES sold HesMon fa programming! 
debugging tool for Commodore PET and VIC-20), 
which was used by numerous other programs." Jay 


| WROTE LOADS OF OTHER 
PET GAMES, BUT NONE WAS AS 
MEMORABLE AS AIR ATTACK” 


Peter Calver 


pein mistake and 
oma the allackere scaling the cacle 
cach other ol withthe arme a 


eps, butts game over fone 
6-20, Cbs, BBC Miro and 
or Oe Atak 


reaches he ep alo apes 


Spectrum ~ addtional, inept 


sees the PET as important to his carver, “The PET 
‘was instrumental in nereasing my passion for personal 
computers and software i} set me firmly onthe road 
10 entrepreneurship. After starting HES, | founded 
‘other startup companies over the next 13 years.” 

In early 1978, the PET reached the UK and. 
imoressed many eager users. Author Douglas Adams 
fondly remembered his first encounter, quoted in the 
posthumous collection The Salmon Of Doubt "It was 
quite a large pyramid shape, with a soreen atthe too 
about the se of a chocolate bar | prowed around i for 
a while, fascinated." Jeff Mintor began programming 
‘games on the PET, fist in BASIC and soon in machine 
code for added speed. Mike Singleton’ frst commercial 
‘games (Seige, Sk, and Space Acs} debuted on the PET. 
Mice also ran play-by-mail game Star Lord using e PET. 

“| taught myself BASIC and then leamed assembly 
language,” says Peter Calver, founder of Supersoft 

‘Wel, first | wrote an assembler in BASIC. twas hard 

‘0 get hold of software so | decided | may as well write 
my own." Poter's eariest computing experience was a 
DEC mainirame. “In 1978 | saw the PET and other early 
‘computars {Apple il and TRS-20) in the Byte Shop in 
Mord, and after some months of indecssion decided on a 
PET,” he says. They were all very expensive, but | found 
‘a deder in Luton who offered a five per cant discount, 
bringing my 8K PET down from £696 to a mere £660, 
‘Two yeas earfer'd bought a three-bedroomed house 
for £8,500, it was @ lt of money for the time, Within 
less than a week of buying the PET | placed an advert 
in Personal Computer World, and Supersoft was bom. 


TEMPLE OF APSHAI 


role laying 
games, andthe empl Of esha inlogy became the most popular 
Room descriptions included inthe game's the manual added tothe 
stmosphere, Later conversions forthe VIC and C54 added fancier 


sraphics, but the core gameplay remaine the same 


Once | started advertising | wes contacted by other 
‘authors who wanted me to publish theirs, Most of them 
\were better programmers, so | was delighted.” 
wrote loads of other PET games, but none was 

‘as memorable as Avr Attack.” says Peter. What inspred 
it, game seen as a forerunner of the Blitz/one-button 
gente? “In the summer of 1878 my brother tld 

‘me about an arcade game he'd saan caled Canyon 
Bomber, which had a plan flying over plas of rock. 
Without seeing the game myself in fact, | only saw it 
for the frst ime many years later), | started to program 
iton the PET based on my brother's descriotion, 

\When | got it working, probably a couple of hours 

later, | realised that it would be more interesting as a 
cityscape with skyscrapers." Unusually, tha gamo was 
printed as a sting in a magazine, with a retal version 
1 tape avaiable from Supersoft (wth colour overlays. 
for the screen). Peter ad, “| was both annoyed and, 
flattered when Commaciore launched the VIC-20 with 
Blitz. | guess it was my fault for putting the sting in a 
‘magazine ~ then again, | gol an enormous amount of 
publicity ftom Personal Comouter World over the years 
's0 twas probably worth it 

Just how important was the PET to Pe 

though? “It was crucially important, bocauso it 
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JONBOS AND MAD ARE PRESERVING, 
COMMODORE PET GAMES, AND THEY TOOK 
THE TIME TO ANSWER SOME QUESTIONS 


the orginal PET cassette. But the game 

would most ike ta be made for PET is 
JonBos: itis the origins of gaming. Donkey Kong. ove hat game! 
Programmers had tobe passionate to 


make games on 3 PET, and astute 
4: Finding the missing Dunionquest games 
would be the best 
[Me they know of any games not listed in 
the GameBase they used to play or own, 
please send.s the fe, cassette oF any info 
they can remember soit ean be included in 
any futur version. 


Madi The old hardware and magnetic 
media wil not last forever It alco 

shows ust how far computer technology 
and games have progressed since 

197, when programmers had to make 
every byte count. 


J: The RPS Telengard, and Car Race by 
‘Satoru wala (Nintendo CEO, 2002-2018), 
I think it was one of his first games and 


4: Most of the known ones ae only a 
few are missing. There are also some in 
German and other languages that were 
not ineluded as we could no gure itis on a PET! The first game Iran on the 
them out ‘emulator was SeromBle which remains an 
M:The GameBase has 651 entries se albtime favourite of mine. 
far butthereare quite afewnon-game Ms Nightmare Park’by Bob Chappell, Space 
programs included. But that’s stil ahigh Invaders and Night Race. Just recent 
rnumberfor a school/business computer, was sant Paladin from Kevin ickell 
(anex-EA programmer). Shoot-em-ups 
don't get any beter in 16K, 


4: Dungeons Of Death was the one and 
Mad foundit, which was amazing 

(Me The Dragon's Eye by Automated 
‘Simulations ~ Southern Software Epy. 
We have a C64 conversion, thanks tit 
being writen in Commodore BASIC. I's 
hard to find even photographic proof of 


J: Tt shows the passion in making 
‘games and being clever about it. The 
rmadern games are breathtaking ad show 
real talent 
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=== PET 


wasn'tjusta games machine ora machine forthe 
home, so there was a market fora wider range of 
software. When | bought the PET | knew | was likely to 
‘be made redundant the folowing year, so t was away 
cf providing me with an altematve career option” 

In the US, severe! companies started with a PET. 
Jim Conneley and Jon Freeman cated strategy game 
Starleet Orion on the PET and set up Automated 
Solutions to salt the company was eventualy 
renamed Epyx. Its sequel Invasion Orion alowed 
the player to load in new scenarios and take on a Al 
‘opponent, and included a ‘scenario buildor’~ ona cf the 
eatigst game construction se:s. Both coders were big 
Dungeons & Dragons fans, which led to the creation of 
the Dunjonquest engine. The Temple Of Apshai RPG 
ttlogy ran oni, showing action from overhead. 


PET cae instr on owe 


ta sone aon 


“WHEN | BOUGHT THE PET | 
KNEW | WAS LIKELY TO BE MADE 
REDUNDANT THE NEXT YEAR” 


Peter Calver 


Board game manufacturers Avalon Hil formed a 
software division and roleasod sovoral ganas for the 
PET. As woll as strategy games such as B-1 Nuclear 
Bomber and Midway Campaign, there was hit RPG. 
Telengard, The late Daria! Lawrence created the original 
version on a mainframe and converted it to run en the 
PET, before porting the game to TRS-80 and /Apole- 
It predates the Dunjonquest games, and shares many 
sSmiaries to Rogue — however players could visit an 
in to save their progress. Avalon Hil saw the game a 
a convention and signed the licence to distribute the 
game, coding the popuiar C4 port in-house. tie-in 
with Sports Rustrated magazine also led to the creation 
Basebal Stratogy. Many of Avalon Hal's games featured 
rmultple versions ~ often thare would be TRS-£0, 
‘Apnle Il and PET versions alongside each other 

(One of the biggest sources of PET software was 
Cursor magazine, with 30 issues released between 
380 and 1982 by Cadeworks, This monthiy tie came: 
‘on cassette, featuring a mix of games, animations and 
tity programs. The Toronto PET User's Group (TPUG} 
is one of the oldest established computer clubs and 
put out another important magazne, The Transactor 
In Japan, the PET Usar's Club counted Satoru Iwata 
‘among its members, His first known computer game 
was for the PET, in the shape of Car ace 

‘The PET was wel suited to adventure games, 
particulary the later models with an 80-column screen, 
I received conversions from the TRS-80 of the early 
Scott Adams adventures, Scott believes these were 
created by fans, from the BASIC Istings publishod in 
BYTE magazine 


Sater ata ret ara tr beomig an nen at 
Conmedare Jagan arth one HAL ates 


ith the Apple-tI gaining 
‘momentum and the Atari 2600 
‘dominating the early Eighties, 
PET games began to dry up. 
Commodore stopped producing the various PET models 
in 1986, but the machine has ved on in eration. The 
PET GameBase has gathered together and preserved 
many games, There's also a ively homebrew scene, 
“We owneda PET about the same time we had 
‘a Commodore 64, Most of my PET activites came 
from spending lunch hours and after school mein the 
‘computer room at junior high” says Mike Johnson, 
known as Mr NOP. “| wanted fo create something on 2 
platform that was pretty much unsupported”. Mike has 
‘programmed Lady Bug (based on the Universal arcade 
‘game, with its maze of turing gates) and Oi's Well fhe 
Sierra On-Line game, based on arcade game Anteater 
“PET owners are starved for software. Most of the 
‘older software and even the newer is written in BASIC. 
| wanted to create something enjoyable to pay in pure 
machine language” Mike also ported the PET game 
Slime by Jim Summers fo the C64, 
Martin Wenting of Revival Studios codes for both the 
YVIC-20 and the PET, but what draws him to the lattor? 
“lke the challenge,” he says. “Im using emulators 


QUESTING ON THE PET 


ADVENTURELAND 


licence by debut adverse 
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ret find and score counter, but no ahr 
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computers, based on Wil 


COLOSSAL CAVE 
TLD. 
vente gare SF frame 
ers ea-te caving expenience 
PET 


renowned Commedore programming exert J Butefld 


hough kis an abridged version with ewer lactone 


DEADLINE 

INF 

1 The Machine lowed nfocom toring fs adventures to many 
Aiferent machines beck nthe Eighties ther programmes have 
now stems, including the PET. This game sees 
theplay estgating the murder of arch man, 
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throughout the development, However | recommend 
“any developer to also test on the real hardware,” 
Martin has created seven PET games, transfering the 
‘gameplay from his other homebrew tiles although 
Boxing Champ started ife on the PET before being 
ported to the ZXB!, “lke using the PETSCII set as | 
think it gives the games that PET charm and style. | 
think there is no lt to what can be achieved if you are 
‘creative ~for example, my game Rush uses parallax 
sccoling backgrounds." He has more games planned. 
“Tm looking to convert Videopac game Caviy tb the 
system and | have a prototype fora working CHIPS 
cemaéator, which will alow for a number of CHIPE games 
‘and demas to run on the trusty old P 

-Jeson Ke coded Blok Copy for the PET. "There are 
bits and pieces for a faw more games lurking among 
my files in various states, including a prootof-concept 
hardware scrol that relies on later models of PET,” he 
‘says. The original Blok Copy used coloured tles, so how 
‘wal clit transfer? “| raked Doug ‘Bizemo' Raber into 


“4Kor BK (expandable 2 32K) 


HOW THE COMMODORE PET SHAPED UP 
AGAINST ITS RIVALS AT THE TIME 
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@1M 65020 1M 
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sending some tine making distinct tas for the PET 
it wasnt easy getting something we were both hapoy 
with, but the final result works better than my own fist 
attempts!" We were keen to hear what drew Jason 
to the PET. "The hardware restrictions looked ike an 
interesting challenge end having @ 6502 processor gave 
me a head star,” he replies 

‘Mike has one final thought. “I know that 
programming is about enjoyment and having fun, but 
tome i's tke composing a song nobody will hear or 
\witng a book nobody wil read ~ there needs to be an 
audience. Viry| records and cassatte tapos are making @ 
‘comeback, so the PET could become popular again.” 

‘The PET may not have had the memorable games 
ofits rivals or the Atari 2600 console, but it stil has @ 
dedicated community enjoying the chalenge of working 
within the machine's livtations 


‘Thanks to our interviewees for taking part and 
Kieren Hawken for his help. 


OMMOODORE'S MACHINE PLAYED HOST TO 
ANUMBER OF GOOD ADVENTURE GAMES 
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AND COOL CARS WERE ALL THE 
E OPPORTUNITY 10 


LIVE OUT O! KING PART INA HIGH- 
SPEED PURSUIT. NICI BEEN DISPATCHED 
TO INVESTIGATE THIS CL 


WE CHASE DOWN THE MAN BEHIND THE 
GRAPHICS OF THE 16-BIT COMPUTER CONVERSIONS 


Tlovedit. the tme there were many 
reade acing games but thishad a unique 
fv. also held a subtle old-school) TV 
syle lok tothe gare and this WS 
Something | was brainwashed with 353 
ud. My dad was also the police fore, 5° 
maybe this helped! 


‘Our MD, Tory Kavanagh, had inks with 
‘ocean, especialy Gary Bracey atthe 

time, Kraalishadaname and aknack or 
arcade conversions with the likes of Toobin, 
‘Scramble Spirits, Continental Circus et. 


{eid indeed, and not det now this 
really struggled with the lips far #51 
can remember! 


‘As with all conversions, copyright loges 
and syle are f the uimast importance 
remember strugling te get the loading 
lsreen right and this created many laugh 
with ny fellow artists 


(Whenever think of Chose HO always 
think ofthe struggle had drawing those 
tips! really enjoyed those times, much 
rare so than now. Kesalis was great 
company to work fo" 


‘Very ttl feet, Al fedback came back 
sa Ocean. Back in those days gare 
“development was easier in many ways: We 
hadlite feedback compared to what” 
working on now ~ Dead Island 


{think so, it's far result given theme 
‘wa had to extrac graphies from the arcade 
Version and convert tothe many formats 


From what remember we had around sb 
ronths to convertitto all farmats, This 
vas qute a feat fr allprojects wewere 
handed and something im proud of with 
such a smal development team. 


Farprety shocked to see itnow afer 909 
though 20+ years of gare advancement 
ithe eit had charisma and a certain 
fook, ¢ mentioned. W'stovely to think 
some old folk stil ove this game and its) 
‘something i always treasure 


Back nthose days there was alot 
‘competition. Fortunately, wehad a unique 
‘uivantage with an arcade conversion. 
‘Agame that was thoroughy tested and 
tebedded inthe Nineties Kids, How could 
in ever fai given a good conversion! 
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MSX 1989 AMIGA 19759 
im Thislooks tke the Spectrum version tm Ther'ite to ferentite between the 
boadonthefooled-i'sslower and doesnt’ AtariSTand Amiga conversions of Chase 
nclude much ofthe brian pres Ha, which means youre good with ether 
{better than the Cbd version but thas nat Tobe honest, though ts made olook a 
saying alot. Its also qutearariy having ‘bit poor by Lotus Turbo Challenge and the 
been leased i lted parts of Europe Arvng sections in oiman: The Move 


Wace sen 


a 
MASTER SYSTEM 1999 PC ENGINE 1990 

hiss 2prety ood conversion ls based m Thisisafas ndnce-ockng conversion 
ofthe Famicom version, andincudes featuring ood musi nice vavals and most 
the same upgrade options Is fast and ofthe arcade game's unuries, Most ofthe 
tractive, buthe scenery lacks varity due comers seem abi severe ad he engine 
tothe flat roads andtotalack of tunnels noise irather annoying, but thse defintely 
This versions exclusive to PAL regions ‘one ofthe better versions ou there 


Cr eet els ais <a 
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SHARP X63000 1992 SATURN 1996 

‘Thi Japanese computerierencwnedor __mYou'dexpect an arcade-perfect conversion 
some ceelentconversons but Chase Hd. __hete, butt’ dferent tthe ear-ep orga, 
sritone other, Objet movement isjerky with redrawn sprites anddferencesin 

and the seneryhasbeen renderedhorbly visual effects stil the closest home 
band, with no otttoadseetons arforksin version ~just dont expect he near-denseat 


‘therosd, The musiis prety good, though, aseness af aSega ges conversion, 


AMSTRAD CPC }999 


tit'snot as quck asthe Spectrum version, 


the people behind Chase Hor the Cb 


butthediference tenohuge del andin Were actually in hase HA, yuldbe ramming 
‘every alber respect thieis another amazing themolftherotdfor the murder ofa class, 
conversion. Itpacksin everything else that Not onli tvsualy underwheling, 0 
‘makes thal version great. andthe eolour sow that your erme-fighing efforts would 

graphics vel edge avers 8-bitrivals. _bebeterearied out onfoot, 


ATARI ST 1989 FAMICOM 1939 

tm Thisconverson wasdeveloped byTeque, wm This anatiracive conversion forthe 
thezame company beindthe C6 verzon, __a-biecancole, compte vith pesch and 
ThegamefaresketterontheST-itlocks __suppertfortheanalague Arkanoid contol 
ceinstateshots,bultdoesrunsiowly _Italsagoesastep beyond the arcade game 
and hehanding is poor. There arebetter __byallowing yout rade you points or new 


comersonsoutthere,soplay those instead. ea parts between stages, 


Cava al) 
GAME BOY 1950 GAME GEAR 197) 
1m The game doesritlok oobadin tm The Chase HO experience on Segs's 
monochrome, butChase HOon theGarse handhelds almost exacly the same ason 
Boy ks poor It doesnithandle very well andthe Master Syste tothe point that itruns 
mnadriving game that's aruinous problem, _intheardwvare's Master System graphics 
Super Chose Oia far better ake onthe rode. The only ference sa redrawn HUD 
‘same idea for this format, olay that that looks better on he small sereen. 
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UCTIMEIFE GUIBE: 


Q&A: BILL HARBISON 


__WE SPEAK TO THE GRAPHICS ARTIST BEHIND 


SPECTRUM AND AMSTI RAD VERSIONS OF CHASE Ha 


es || ear 
this Washappering, Gary had employed Jon 
(O'Brien wno was working with Mike on the 
‘game engine and when WEC Le Mans was 
finished I moved over te Chase Haul tine. 


LASENTACH ries 
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) rived tthe offce and caused quite sti 
{used sin the sat than Ad pad and 
‘What made Chase HO nuch 3 good sketch the frames forthe ers andthe ther 
spe to play? raphe nthe game, Within a couple of 
fas afas slckarcade gare whch wasnt weeks the cabinet was lake way ad we 
we just about driving towards a goal. thadan were eft with the circuit board and steering 
Mork Eawards ectraayer on topwhicnmadeitallthemore _ whesthecked up oan od TV. Atleast ne, 
Playable Wihou the aden ceathing the had accesso the game and we dant reve to 
‘iminasy bashing tercaraffthe road payapemytopay 


‘hase Hweuld have been jst nother Out 
‘undone. So when mysel'and Jn OBrien Wha dfarences where therebetween 
__Wereinformed hat we wouldhavetotryand the kk apd th versione? 
<camisbeastivoaZXSpecrum ve dnt We managed to squeeze jt abou alte 
{ake thejob ight Wewantedtodothebest gameint the Spectrum wth efor 
{we oid ourjob was tocuran Out Rin! adonal deta ke the chratr pra 
andthe ending. The portats were mostly 
‘Were you swars ofthe poe reception based an Ocean erleyes te Surve 
{hatte Ot Run canversens had received Thompson, Marin Mena and Kane 
‘unt you want te knproveon that with Valentine le Nancy was baed on Da 
Chose Har Cowboy cheerleader Drie Bray The 


Before goto the industry remember ering was eto of pubic shat rom, 
geting a cover tape wth amagazine the, soon tobe released, Lethal Weapon 2 
Elta ad ntaing playable demo of Out un Kwas The only adons athe 128k version were 


‘usbindly sapponing! Thecarwasricely the superormusicand dgtsed speech 
drawn and some ofthe other objects were 

feebutkwatnt pataryplayabe Kas Bacauseof the adéed colour we feel 
aw andthe roads were bad cefined There the Amtrid version is the beste tie 


Bea hag - had areadybeen superior racog games, somthing you'd aurea with? 
{hs Ente Racer enthemarketandeven. The exracloursmake the game raples 
2425690 further back here was Al Trot the! lookmuch brighter but the double wath 
Probably payeditjust the once before taping peels meant hat some deta wa lost onthe 
Strthecassetiowith somthing ese. cars and character porrats, als seme 


‘tamedtome tthetime batt woudet ke the Amstradverson i sigh faster too. 

receive fvourabe reviews, though now 

‘understand thatt as ts fans, ‘Was thare anything about the conversions. 
‘Afewmonthsbetore staring on hese thal you werent happy with? 

‘olhadworkedonaracng game that was wuld improvebe the enemy nt screen 

‘peri to Out Run That was WEC Le Mans. withthe ratiomessage. I's alte base 

\twemanaged to make Chase Has good as compared the arcade version, 

‘thatwe wouldhave been onto a winnes. 


cadeby Sentient Sofware with Ocean's and bouncing tile screen, Lite tauches tke 
‘Mike Lamb, | was ata loose end ater that show thatwe wanted tod the best job 
finishing by previous gameandwasbrought that we could 


6 | RETA CATER aL 


ROTO) 


FIVE DANGEROUS CRIMINALS NEED APPREHENDING 
IN CHASE HQ - HERE'S THE FULL LOWLIFE LOWDOWN 


‘TaRGET: CARLOS, THE: 
NEW YORK ARMED ROBBER 


chases actual takrg place in ah, an 
‘only possiy be Boiss ot exacty state known 
forts lrg urban communities, and this stape wil take 
yrom alovely garden avenue straight nthe city 
_arets. Going ih athe uncon wil take youn 
harming through constracion bares and shrubbery 
‘before beading out onto a cloudy pan. Thats where yl 
encounter the murderous Raph, 


(eT =a, 


I Ths place looks abit ie Chicago, soit seems we've 
‘aught our dealers pretty son nthe bid for freedom. 
‘Youlstartffateinthe afternoon, andi quite chase 
because when you've finally gone r0adviathe et fork 
and caught upto the bad guys, the sun's seting andthe 
‘skis abeavtful shade of orange Walter White should 
never have moved to Chcaget 


tars hes wanderer emf hae Bi 
Apple as the sun coastne here suggests Califia. 
Yul gethlp em the elisptrintisstage, ich 
hovers overheadeforeyoureach the junction, where you 
‘canta the umel ont the highway a theramp. oul 
‘mos thay eth up wat ouresteeredarmedrabberin 
thedeser, wheres making abreakfortinafasy 
yelow ea Wayte draw tention yoursl, dirtbag! 


Ras ogee s SCN 


Bry 
t a thai, 


SUMeael Gatos 
talent wes eels lyse 


STAGE — COMPLETE? 


Bot vive rr ynaer mereoy nn suncncsen, 


a) wDeetedewrennibgel 6 


NIM TPA, 


‘aRceT: LA KIDNAPPER 

WANTED FOR: KIDNAPPING 

mits already eaiy evening as yourae out of the slums, 
‘and this jerk sina power earso doit expect to catch 
‘im before ighfal.Yaullhave help from the chopper 
_aganhere, and fyouead up the rap onthe righ yout 
‘ake the freeway out to the desert Far some reason, 
\tsfine toraminloakidhappers boot. despite the ikely 
presence of the kidnapping Viti, So ust ofr. 


. Uiiiare Gune chase no 


<< it was a fast, slick arcade game 
which wasn’t just about driving 


ONIN IS 


DEGREEM 
‘You don't ge amap for this early morning chase, nor 
do you know what thesp's ear looks lke timate, 
that means that he's doing a pretty god job a2 sy, 
‘Thankfuly youre able to identity im na bright red ear, 
tather than the standard issue Lada Riva or Trabant 
‘thats comrades backhome have oput up wih 


towards a goal == 


Bil Harbison, 


iy es ia ars eae? 
fysinesed Besa 


Bee es eee with new features 


tremendously common today, the gameplay 

‘has been incorporated into a variety of other racers, 
‘You can see traces of Chase HQ in the likes af 
Driver, which has a Pursuit Mode, some Grand 


template and adds more vehicles plus some straight 
‘shooting sections. 
‘So while Chase HO series is currenty in its 


35 YEARS, 35 GAMES: 


i BEAN SOFTWARE BOSE TEXT ADVENTURE 
rs Rt fr The Hb th Spc ar_——_ and thn any alae by Bt - 
would have been forgettable as far as gaming goc fans of interactive fiction, behind the crude graphics slim Specttuan teysloperiiks Tobe! 
Therion rela gal strre exons layanengodg avr Th et ashen of 
than te Specrumofilymchedin Al 2 et Kstine odng ligt ace nor-orle (ia 
Seca crupiedemettanandvihcorewation— dararswndroriner reecin exc ie 
teemona forth metines ea The dle cane conn tial or development on te TR 40 whch wae 
LOTT we 

a a, © available this year, decent or otherwise, Quick arcade ‘would have been baffled by this game, for sure, Yet the 
pO ceneware te rer ofthe dayandwacobvouthat en ofendersbeing seo expres world atl 
2a wary were atl idle erecting ANd arses i Me were oi cart sate othe 


releases. Sica’ own abe published some early hits 
Uke Space Raiders and Hungry Horace but they were 
imple, fleeting affairs. This begs the question how 
id Philip Mitel and Veronika Megler, authors of The 
‘Hobbit text adventure, ereate sucha sophisticated tile 
and have it ready so soon after the Spectrum's launeh? 
‘The par actualy began developing he game onthe 
‘Tandy TRS-80, but when Beam Software witnessed the 
Lamour forthe Spectrum it shifted the development 
‘over. An add benefit of the move was that allowed 
for colour location graphics to acomnpany the text 
sriptons. These images wil evoke memories for 
many gamers, as they were slowly sketched onscreen 


design and the challenges of debu 
‘The ‘inglsh’ environment was more structured an 


testing that areal challenge. 


Hobbit had on peoples’ lives, and on other gamers 


lies than developing the game had on mine! 


art aleap forwards. But we got so caught up in the building 
the game we didn't think about that much. We talked more about 
Something so complex. 


testable, 


hile the randomness ofthe NPCs and the game engine made 


Fm stil astonished and humbled when | hear the impact The 


‘and developers 


wiho came after, Playing the game had far more impact on their 


HI 2up 
» & o : GRE SHELETON 3 ENTE STRATES ADVERT 
timate carried on where Ithad left vavally, thanks to Mikes inventive 
i releasing several more Spectrum “Landscaping sytem, dozens of 
classics this year neluding Ate Ate, playable characters and multiple 
Sabre Wui/and the groundbreaking ways of ening tory, this sprawing 
Aight Lere ey one of thse wasa strategy adventure shoul realy have 
contender for 196s best game, as were been possible onthe Spectrum wih 
Gatos Avlon and Mcrosphere’s its mted hardware and meagre 42K 
‘Skool Dace but ther’ one tile that mamary. But Mike brought the land 
comes out ontop for being oth of Mdright tote and everyone who 
oa technical bint and beat fun, wekked bated, comered and bufed 
The Lords Of Midnight, developed ther way across it cy wastes wil 
by Mice Singleton and published by know that The Lords Of Might was 
bad Beyond waso advanced hatitmade simply peerless on release Even the 


The Hobbit ook ikea type-in isting 
Featuring 4,000 locations (all 


struggled to top the semi 


5 Doomdark’s Revenge, 


ina original 
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TURBO ESPRIT 


SDEVELOPER: DURELL SOFTWARE _W GENRE: DRIVING 


In this year Sinclar launched the frenly navigate. The objective wast atch 
Spectrum 128, 2 new model that was «rug runners but for mest players there 
supposed to usher nthe next generation was joyin simply diving around, obeying 
of Specey games. That did't happen,of tral ight, zebra erassngs, jnetons 
curse, most publishers were happy'o and the general rules ofthe road or mare 
cansinae releasing standard 48K games with tikely, flouting them, Even now, we feel 
some token 128 improvements (Rainird’s desperatly sorry fr thase lite guys on 
‘Starglider and Mastertronc's Knight Tyme ther adders, just gong abou ther work. 
ere two early exceptions). Itddn matter 
too much asthe flow of amazing 48K games 
‘continued wih gems tke The Great Escape, 
The Trap Door and Quaatron. 

Turbo Esprit fom programmer 
Mice Richardson was anather tile that 
showcased what could be achieved onthe 
bog-standard Spcey, twas essentially an 
With each passing year more and more Julian had been developing the game for {bit prototype of river from Reflections, 
amazing games were made available yeas, nitally as aboard game played presenting ‘ving’ 30 cites which you could 
for the Spectrum. 1985 caw the release between friends so the computer version 
cof many fan favourites including Faiight, was impressively deep and perfectly 
Sabeteur Cyclone, Highway Encounter _ balanced. And when eight human players 
and Tau Cet, This was alo the yer that were locked n bate, hurting gold 
‘Acornoft' all-conquering Ete finaly dragons and gooey blobs around the 
docked onte the Spectrum and easly _ place it was, well, chaes. 
justified the hype surrounding it. The game might nat have been a hit 

In comparison, haos was nota game when fist released but over the years it 
that people were waiting for Creator has attracted a devoted fllowing, Many 
JiulanGollop was hardly known and willhave discovered it retrospectively 
publisher Games Workshop was better thanks to Your Sincler magazine, which 
known asadeveloper of board games include ton two separate cover tapes 
than computer games. The game's in 1990 and 1993. The magazine billed it 
appesrance certainly didn't helpsellit 38.8 “true elasle” and it's impossible to 
inthe press thanks tothe sparse black argue with that 
backgrounds and tiny, twitching sprites. 
Butif there was ever a game where 
its design triumphed over graphics 
then Chaes was it. Up t eight warring 
Wizards batled it out on the Plane Of 

taking turns to unleash their 

pele and be the ast sorcerer standing 
The spells were randomly apportioned, 
0 every game played ou dfferenty. 


i TOUANGOLLOP = "TURN-BASED COMBAT 


The legendary designer talks about Chaos 


| was able to add an extraordinary game mechanic —the 
‘Musion system. The idea was that you could summon a 

‘ereature as anilusian and they would behave as normal but they could be 
"disbelieve by ay other player. | stl saw Chaos as primarily a multiplayer 
game, but the A proved tobe pretty cool something you cant really de 
{for 3 board game, Many players loved to play 2 co-op game agains the Al 
‘wizards before turning on each other 


‘The Speccy was absolutely essential for my carer. For strategy games it 
‘was great because you had a whopping 48K available and it was cheaper 
‘than the alternatives. Not only was I able to persuade my parents to buy 
_me one but | was able to make fairly sophisticated games for it. And the ZX 
‘mierodrives never let me down! 
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< 35 YEARS, 35 GAMES 
a 
i) i SORCEPT NORE WTOS VENTURE 
"Mewar erat floras grape anaon te divi ah 
Geciucerbeichrrieued "nding sehen ig oe 
Sroeonlalsthoddonnedhe rethesonatg om Web a 
Amcor trepod OO. Wikech Thecneos ers My gesshg 
9 tips of ened poping gues, down to mp, and the shot erp 
Sigcenscyreeaen cwecldes stoma 
bares Sercretbainaes 
iyaeataiayetabimal ——Inftoueedeth gested 
aadrebenredeselap tobe elon Yr beti  ge ov 
ave torinedsyanhoyeviing Inge Uta oeb aing a 
eeauntnjcmrpesan’ Rexqmmeapure comm 


order to defeat demons and dragons 
and other mythical beasts. Each 
stage was almost ike a spectacle that 
kept unfolding, and the whole thing 
was enlivened bythe mast fantasti 


By this point the Spectrum market screen-filing bosses, and <queeze it 


wat becoming inereasingly dominated sll onto the Speccy with any 
by coin-op conversions, That was not of accuracy? Programmer Bot 


recessarily abad thing, as there had somehow managed it deivering 
been genuinely excellent attempts ret only the number one coin-op 
(Bomb Jack trom Elite, Renegade from conversion forthe Spectrum but also 
Imasine, and Bubble Bobble from ‘one ofthe best games forthe machine 


Firebird beng just thre). Yet the whole period. Some suspect wtcherat was 
‘Greus surrounding US Gold's hopelessly involved in pushing the Spectrum tits 
‘optimistic version of Out Run de absolute Limits, but by reading the story 
sour taste behind behind R-Type in Bois free PDF book 
1s Behind You, youl discover that he 
for the Spectrum version of RType was a meticulous coder who chewed 
How could anyone conceivably take through problem alter problem and 
‘he hottest shooter inthe arcade simply wouldnt cette for secon 
With ts eazy array of weapons and An absolutely sublime eanve 


RAINBOW Ta 
TSLANDS Seo ee 


Colour clash was the Spectrum problem that never ‘The Spectrum version wa handled by Grafgolé 


went away and one ofthe most common ways of Str ncaa On developing Rainbow Islands 
viding was to opt fora two-color display. This throwing reds, yellows, cyans and magentasalloverthe || cir! Pie) 

resuted in too many monochrome ties that dt clash place, The criminally overlooked ‘righ varants were 

but loked plan drab. Cleary this wasnt an option for alsa splashed about. Obviously, the character sprites 

Fainsow lands, as doing it in monochrome would have and the rainbows themselves could be multi-coloured 

‘caused an ouery (and possibly contravened the UK's on the Spectrum, but otherwise this was aright and 


‘Trade Descriptions Ae in some way) After al thi was beautiful game, payed really wel too, and featured 
‘canverson ofa ee-opthat was almost incandescent, alla the content from the coin-op (bar the three 
secretislnds, as per most ofthe home conversions) 
‘The game also performed admirably, barely slowing 
down even when te screen was realy busy, and was 
enhanced fr 128K machines wth AY tunes and eects 
bring the main addition On the Spectrum 
Reinbow Islands was published by Ocean which was 
enjoying another strong year, particulary with its 
coin-op conversions. nation to Rainbow sands 
slso published exellent versions of Midnight Resistence 
by Special FX and Pong by Arc Developments. Towards 
the end ofthe year Ocean announced that it would focus 
on 128K-only games going forward, Would this decision 
spell the end forthe trusty 48K Spectrum? 
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EE TURBO 
THE TORTOISE 


sj DEVELOPER: VISUAL IMPACT mGENRE: PLATFORMER 


DEVELOPER: 2718 SOPTWARE 


" PLATFORMER 


Inthe UK rlesces reduced oa trickle thi year. The 


ties were Nigel Manel World Championship rom 
Gremin and this, Alternatives long-awaited Doctor Who 
same (abich was due out in 1992 but kept sipping). 
Barely it was arun-and-gun platformer but twas fast 
and mest fun, Dalek 

Attock was the ast 
game to feature onthe 
ave of Your Sinclair 
magazine which clased 
this year, alongwith 
Sinclair User 


i ENTROPY 
Bee earns 
‘This story behind the belated release probably needs ite 
‘own arte. Having converted Jordan Mechner’s hit game 
tothe SAM Coupe the programmers shopped around 
‘Spectrum portin 1993 but there were no takers due to 
the shrinking market. Three years ater this version was 
somehow acquired and sold commerdaly in Rusia t 
realy is a great version ofa classi game, and sucha 
shame it wasnt pt out properyin 193. 
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‘Another year where budget les 
foutchonefullprice releases. Ocean's 
‘Space Gun and The Addams Family were 
pretty solid as was US Gold's Indiana 


heads (r shooting them with ahandy 
40) Waiting at the end ofeach stage was 
alarge boss which you had to defeat, nd 
‘there were number ofbonus levels 


Janes nd The Fete of Aan but he big find too. Turbo The Tortoise was release 


publishers were clearly focusing an the 


twice frst by Hee, which went bust 


TWbitmarket now. Codemasters was tll sm after, before beng picking up and put 


reliably cranking out budget games Uke 


‘ut again by (guess who.) Codemasters 


Coptsin Dypame and Wid West Seymour, 
yet tas thie brint ile platformer 
from Hi-Tec Software that stood ot 
Turbo The Trtoie we obviously fing 

heavily on Sone The Hedgehog, although 
the game had more in common with 
‘Super Mario Bros. in terms of gameplay 
and presentation. As Turbo, you bounded 
through sic hriontaly-scrling stages, 
spacing of baddies by jumping on their 


‘Wile the Spectrum was effectively finshed nthe United 
Kingdom, this was not the case elsewhere. Utrasoft, 
from the former Czechoslovakia, continued to release 
commercial tiles in Central Europe, Incuding the 
puzze gare Quaex andthe arcade adventure Twa 
‘Although heaviy indebted tothe Dizy ceris (ol where 
there were many unofficial mode, Towle was 
sreat-looking game in which you played a tiny trol ona 
mission to lay a dragon. 


BLACK RAVEN 


DEVELOPER COPPER FEET 
ENE: REAL-TIME STRATEGY 

‘The Spectrum remained hugely popular Eastern 

Europe and there was strong demand fr new software, 

‘This RTS game from Russian developer Copper Feet 

was defintely not Stnkers, being based instead on 

Warcraft Despite the manachrome graphics, it played 

really well and was 

popular enough to 

spawn amisson 

ek and an ieometie 

sequel (which sadly 


TULTRASOFT 


POINT-AND-CLICK ADVENTURE 


Subtied Land Of Shadows this was another impressive 
relesce from Utracaf that succesful implemented 
point-and-click adventure onthe Spectrum. You play 
an astronaut returning to barren Earth nthe distant 
future. tdoesit feature too many locations and canbe 
finished quickly, but 

itwas an admirable 
achievement. 
version ofthe 
game with the text 
translated int 


Serie ed 
Engichwactaer | Het 
fran eee 


‘This wat afaelylean yearn Spectrum land with ust 2 
‘steady ow of Russian games to keep things ticking ovr. 
‘The highlight ofthe yea’ output wae thi entertaining 
sorte game from ZX Master. Fetuting nce chunky 
sprites and colourful animated backarops, two players 
headed a bal (and later a bor) back and forth overa 
‘net trying to keep itn the afr as long as posible, Net 
sophisticated, but a oto fun — with some nee AY tunes. 


"TRIUMPH GAME LABS 
: ‘SHOOT-EM-UP. 


(russ: Love Story From Titan give he game its ul, Anwoul be remiss 
inexpeable le, hie Russian ody was themed around us ott highsht 

James Cameron’ move, yetthe wo players were based some mods. Extent 

on Lecnarde DiCaprio and Kale Welt rather than heir wat an uefa 

characters The game was based onthelitle-krown pte of Deo, 

Japanese pute the 1988 herons 

same Mop! PUEETE shooter rom 

Parle Pops which Spanich developer 

wacralensed forthe Dina Sofware Inf the games aso known as 
Game Gearn 1991. 

Wait. ae thoee here The Russian de team ook the orignal gare 
DrogenbollZ pies 

weseel? deine everyting witha thumping AY soundtrack 
z TER MAKOVERY PURTFORNER 


‘There have been dotene of Jet Set Wily mods 
‘over the years, with the number increasing 
following the inal release of John Eliots 
popular JSWED tol in 1996. Where az 
previously the mods simply added new servant 
for the intrepid Miner Wily to explare, the 
new editor ntroduced changes tthe way 
many game elements worked, leading to 
more sophisticated room layouts for players 
Aonegotiate 

“This 40-raom mod from Igor Makovsky 
icone of the very best and needs to be 
‘experienced. W's basically a respectful tribute 
{te some ofthe greatest games from the 
‘Spectrum archive including Pyjemarams, 
Technician Ted and Dynamite Dan, Some elasie 
arcade conversions get a lookin too, namely 


20 
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7 N-DISCOVERY 
ARCADE PUZZLE 


“Teeme's arcade puzzle Solomons Key was ported 


‘many home systems including the Spectrum in 1987 
Fe a fe waste follow-up in which players had to 
ctinguish the fames using block ofc. twas released 
forthe NESin 1992 ~unl Rusian group n-Diseovery 


treated his unofilal port forthe 128K Spectrum. 


‘This is perhaps the first te open peoples’ eyes 
tothe Spectrum homebrew scene, Grapes and sound 
ae top-notch and he design is perfect. Alin all's 2 


gorgeous game that everyone should yout 


‘Bubble Bobble and Arkanoid. Imagine a bunch 
of elastic game charactors crashing partyin 
Willy’ mansion and you gt the idea. Another 
impressive Speccy release this year was Abe's 
‘Mision: Escape, version of the fist two 
‘Oddworld games which was the winning entry 
in the Your Game 2002 compet 


at 


to 
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ONE MAN _& 
HIS DROID Ir 
"DEVELOPER: CLIVE BROOKER 
‘GENRE: MAZE GAME 
‘According to World of Spectrum, there were ewer games 
released his yar than anyother. il aoa of 3 tes 
ative in 20, ncluing this previous urslensed 
sequel. Cie Brooker wrote his follow-up in 1991, 

but Masterronie 


publishing it, soe 
shared ton the web 


‘Crazy Delo and that gives you an idea of what's going ‘And we should thank 


Clive, asitea 


and ramped up the action to mani proportions and then x) sequel that deserves 


tobe payed. 


JONATHAN CAULOWELL 
BSENRE: SIMULATION 
Jonathan Cauldwellisknown ta ona 16K Spectrum, The original 
mary ans asa proificereator _version, minigame competion 
‘ofhomebrew releasing dozens tiled Amusement Park 4200, was 
cof games overthe pas ISorso even more remarkable running 
years Fu Parks oe of his most_injust I But Fun Park is mach 
ambitious tiles, being a demake more than an example of what can 


‘of Buoy’ Theme Park that rans be achieved in United memery. 


rer eee. [2 


= JONATHAN CAULOWELL 


Another one from Jonathan Cauldwell and 
this was probably his most intriguing and 


MINIGAME COLLECTION 


{ax toe many penalties and it's game over, 
but more importantly you need te keep your 


so many people ambitious game to date. We say ‘game’ when ‘eye on the time as it's easy to lose track of it 
Corgi led | ebe Sse Sears 
Coshanbersona parca omen 
‘collecting samples of alien life to Designer in —_ Rather than jut bea collection of tes, 


developed over recent years would 
have received rave reviews inthe 
Eighties. Interest in 


and sll hares in the games on offer. So you 
begin by building up some of your capital by 
playing a Pee-Man variant and then invest this 
in other titles of varying dificult, using your 
wn game-playng skis to amass mere and 
more resources. Yeu need to watch ou for 


Dozens of new games are created 
‘every year with new authors 


ES KIN 
VALLEY 


DEVELOPER: RETROWORKS 
GENRE: PLATFORMER, 


‘COMPUTER EMUZONE = 
PUZZLE 


‘Spanish team Computer Emuzone produced some strong 


demakes his year, including the Bejeweled clone Betied 
Butin terms of retro appeal you cant eat Cannon 
Bubble Featuring pirate 

soundtrack this is 
agame that does 
everything right. 
even includes a 
two-player mode so 
youeange 

head t-head 
against a fiend 


ered graphics and jaunty 


ee 
and no colour lash? 4] 
That doesnt sound 3 


Uke the Speer, 
Yetitthe sprites 
are built sing 


‘The MSX brary istered with peccy ports 0's lee 

to see it workin reverse sometimes. This conversion 

‘of Konami’ platformer frm Spins Retroorks is 

joy to ply, Think Lode Runner, only here youre 
‘dng pyramids 


character squares 
then the atrbuter 

cant lash. Basedon ths observation (which reflected 
Inthe thle ~ ATTR ithe attrbute cammand in Sinai 
se, Bob Smith erated this unique shooter where you 
bast huge sprites that flthe screen This i one of hase 
games where atic screenshots simply don't do it jute, 


HORACE IN THE 
MYSTIC WOODS 
WOEVELPER: Boa SuTH 
‘GENRE: PLATFORMER 

Horace waa mascot fo th Spec, appecog in tree 
teloved tes. A fourth game was ane 1985 bt hat 
ass the edn 1995Pron red Michal Wart ere 
Herc The Mate Woods forthe Pron 3 POA and 15 
year later Bb Sith ported th gare the Spectr 
Horace’ rat waste highligh release of hs 
year The rial version was mnerome, ton he 
Spectrum al srens of alforming action ae dabed 
with ove eau. Th oils are exelent, ais the 
tnd oot hve you bck Herc 
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chalenging and just brine, 
‘The game was riinally 


‘Another year wherei'shard Rather than control your 
to select the best game, solr directly you use a pointer 
“Suriecton from Sanchez to select where he moves and 


(Aleksander Udoty) has tobe 
‘singled out, though fo taking the 


fires. Andis not about hooting 
‘everyting a8 theres a degre of 


theme of Commando and taking strategy and puzlng, too. Pst 
infurther than anyone thought looks grea, featuring ful colour 
possible on the Spectrum. and fll-sereen sealing, 


developed by Topo Soft in 1987 
and released for the Ametrad CPC, 
“Topo Soft did release a number 


fortrescure. As 
you'd expect rom 
RetroWrks the 
retentatont 
spoon featuring 
Impressive graph 
and AY tunes, 


DEVELOPER: RETROWORKS_WGENRE: SHOOT-EM-UP_ 
‘This was the strongest year yet for 

homebrew releases witha glut of 
‘great games ariving, Cray 5 takes 
‘the crown for being charming, 


‘of games forthe Spectrum but 
ray 5 was not one of them. 
‘Thanks to RetroWerks, this 
‘oversight has been corected— 
with some syle. Itlooks amazing, 
resembling a Raffaele Cecco 
‘game, andthe AY soundrack i 
fantastic Overall i's a clear 
‘eat above the CPC original 


gagay 


i! 
Hy 

5 
il 


gagegagasazasanan, 
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RETROWORKS. 
GRAPHIC ADVENTURE 
Inthis Zeid-syle adventure you 
play amonkonaplrimage who 
secke shelter forthe night ina 
lag ~ and tens inte along 
night indeed as amystery unfolds 
and youre called onto converse 
with he locals and explore the 
surrounding forests and caves. 


‘This is a pure graphic 
adventure with ne bates, and 
the emphasis is on story, and 

the adventure system, wit ts 
‘oourfl environments and 
‘ight-way scrling is exceptional 
Ws tong and invlvng buts split 
into several chapters, 


REWIND 
ADVENTURE 

You could say thatthe games in hi list have been 
leading to thi moment, when in 2015 Aleksander Udotov 
unveiled his version of Castlevania forthe Spectrum 

28K. Iwas asignfcant moment, 3¢ word of thistle 
_prend far beyond the usual ele, For awhile seemed 
‘that everyone was talking about Spectral intertude: the 
detaed graphics, the increible 12-sangeoundtrack, and 
‘the fact that this was Castlevania in alts whip-erackin, 
vampire-staying lary, on the Spectrum. 

‘The game actully started out 25a Spectrum version 
ofthe NES game Costevani lt Simon's Quest but soon 
emerged a an original 160-sreen adventure that 
‘stands proudly on its ov. 


26017 AND 
BETOND... 


n EINAR SAUKAS_w 


POZE, 


Perhaps fuelled bythe success of 
‘Spectral Interlude, 2016 turned out 
tobe a golden year for releases. 
Highlights include the adventure 

sme Sam Maller the Boulder Dash 
‘update Tourmaline, and unique driving! 
‘cton/puzzle thing Car Wars. And not 
forgetting The Dark; the Doom clone 
from Oleg Origin (which was ancther 

“update of one of hi experiment) 

‘Our top choke le Snake Escape, 
Einar Saukat’ version ofthe popular 
‘online game Lime Rick in which you 
‘guide a snake tothe apple using its 
‘own cating hody a a platform, You 


tice that the graphics (by Jarrod 
tay) are alot more colourful than 
cual and tha’ because the game 
ses Einar’ own Nirvana Engine, 
software solution tothe Specey 

Limited color resolution which lete you 
have upto eight colours per character 
square. I's a truly impressive 

effect and it worke on any standard 
‘Spectrum. Several other Nirvana 
games, including Dreamwelker, 
Mutidude and Stormfinch, have been 
released previously and Snake 
Escape continues this trend for 
hyper-coleurful Spectrum g 
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Ten years after the 
release of the film 
The King Of Kong, 
the battle for the 
high score on Donkey 
Kong is as intense as 
ever. Paul Drury talks 


monkey business with 
the key players 


ty Mitchell leans towards us 


ager 


‘Don! gofor the bottom hammer unless youre avery 
‘experienced payer. The longer you stay onthe screen, the mare 
dangerous the bare groupings get hat youlthave to overcome, 
Rushte the top, grab the top hammer, and move on, Also, 
remember thats posible a conrolmary ofthe barrels onthe 
sereenwith your inputs. Theyre mar likly ogo down ladders 
that youre walking towards 
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{twas tomendous, though. | don't have a problem 
playing the bad guy. think Im pretty good att 

So was itall an act? We aro taking to Bly atthe 
Florida Freeplay pinbal and videogame show and he 
Lndeniadty has an onstage persona, Dressed in a tuxedo 
8s immaculate as his hair he is all swaggering bravado, 
posing for photos with his taclemark raised thumb and 
lepping up the attention, Offstage, he is thoughtful, witty 
and even quite humble, a farvly man who talks fondly of 
the friends he has made through videogames fer more 
than the fame it has brought him, Given the negativity 
that folowed his appearance inthe film, does he wsh 
he had never got involved? 

“During the firing, 2 lat of people | know tumed 
tame as the one with wisdom and experience and 
‘asked, ‘Hey, er these fim-making guys okay?" and 
| said they were,” he sighs, "That's why | feel an 
ass. | anything bad would happen. When 
itcame out, | phoned al the people that had been 
‘made to look stud in the fm, who had been called 

‘my minions, to apologise to them. That was a hard 
‘thing to do: 

‘One ofthese supposed minions was Bill's ld 
friend Steve Sanders. Steve appeared alongsce Billy 
in the famous Life magazine photo taken outside 
the Twin Galaxies arcade in November 1982, 
featuring 16 high scoring chamoions next to their 
arcade machine of choice, Steve, author of The 
‘Video Masters Guide To Donkey Kong, is pictured 
leaning proudly over a Donkey Kong cabinet, thanks 


1m When the screen starts i'sbestnot to move utlallthe 
fireball jump out ofthe ol can. You want them te jump outat 
thelet that way youhave achance to easly clear the sereen on 
theright wil thee out fhe way. the reballs dont let you 
lear onthe right, hang out on the bettom ofthe sreen nilthey 
all go away Once theyran the op wth Donkey Kong, they cant 
‘comeback down, 


10 is record score of 3,165,300, Hang on, that's almost 
‘throa times higher than the currant top score. Stave, are 
‘you the real King Of Kong? 


©, lied and cheated my way to fame,” 
admits Steve with a resigned grin. "| 
desired the reputation of being the world's 
best gamer so much that | sacrificed my 
integrity to keep up appearances. | led about my high 
score and i's one of the greatest regrats of my ife, Billy 
should have been on that Kong machine, not me. The 
fact that he forgave ma when | admitted it and became 
‘one of my best friends is testament to his character 
‘The result was Ife changing, | never wanted anyone to 


attomey atlaw, holds dear. He argues vehemently 
against the demonisation of By in the movie, pointing 
‘out how through judicous edtng, wilful omission of key 
facts and a laisse? ‘ae atttude to the actual sequence 
cof evant, the flmmakers twisted the narrative 1o 

cast him as the bad guy. “Take the part where Bily 
supposedly sends a ‘squad’ to Steve Wiebe's house 


1 Lear to recognise the length ofthe springs. Youcan see ths 
by watching where they bounce in relation to where Donkey Kong 
is standing, Note they dont al. bounee inthe same spe. Sere 
springs are lng, ethers are short. The long springs Che ones that 
have therietalanding between Donkey Kong's fe: ar che 
springs that ae deat. Short springs ae the ones hat re safe 
‘emake arun forthe adder on 
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to inspect his machine,” he protests, “Bil never sent 
anyone and tt was Steve's own mother who invited the 
gentlemen into the garage to play Donkey Kong wile 
they wait for Stove to come home! 

Steve continues to point out many similar istorions 
‘and inaccuracies, from the fairy basic fact that one Tim 
Sczerby was the record holder rather than Bily Mi 

n Steve Wiebe started submitting his scores t 
‘Twin Galaxies for recognition, to juxtaposing shots that 
seem to show Bill ignoring his rival when infact they 
had been chatting and joking together moments before. 
Given his current profession, has Steve evar consdered 
prosecuting the offending fimmakers? “ stilt 
it’s one ofthe best documentaries ever made and 
absolutely love i” laughs Steve Sanders. “Seth Gordon 
and Ed Cunningham [director and producer of The King 
(Of Kong respectively] are master storytelers. They © 
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sm Always use the Star Pater to lar the board. The 4 
Star Patiernisapatclar orde for earng out the fest 
fourrivetsonthe et Get the lowe one fst. then work rem the 
top. On the last remaining let ive, you shouldbe able to grab 
thehammer and run eros, When yousrash rebals, they 
then respawn on hele and be trapped zaned out so as ono 
longere any tees 


made obscure subjects and subject matter into a frm 
‘everyone could watch and enjoy. Thay just ct tol the 
story that Bily, and others, hoped they would.” 

AAs well as making the tale of two grown men 
batting for bragging rights on a 26-year-old videogame 
accessible and entertaining to @ mainstream audience, 
‘they also ignited the interest of the classic gaming 
‘community. Whist anyone with even a passing 
knowledge of oid arcade games knew Donkey Kong, 
bofore the rolease ofthe fm it was not goneraly sean 
as a ‘ourmament’ game. The huge succass of The 
keg Of Kong changed a that. Evarts lke the Kang 
Off {see lcxcut) encourage head te head compattion, 
Sites lke Twitch allow players to sveam ther games 
‘and a whole community of evid gamers have coal: 
‘round donkeykongforum com v 
‘wacks the scores ofthe 200 best players. Steve Wiebe 
and Billy Mitchel, the old Kngs, just sorape into the 
top 20, Tho ten best scores have all boan achioved in 

"2 last five years and the werld record has changed 
hands numerous tmas she 2010, with Was Copeland 
curtenty siting in the number ane spot thanks to 
spending just ver thres-and-2-quarter hours in May 
2016 amassing an incredible 1,218,000 points 

"A record-breaking game takes a combination of 
both skil and luck,” smiles Wes, “You need the ski 
capitalise on the good luck, So youre looking for that 
lucky game. | would say for every 20 games of Donkey 
ong, only one has the potential to [sot a 
based on the randomness in the game: 

There are two kay things you need to know about 
Wes, 


ich conscentiously 


cord) just 


1, his skls ara masmersing, Just visi 
haviwescopeland if you need any convincing of his 
mastery of the game. Second, he s 26 years old. Yes, 
he wasn't even born when Donkey Kong fist entered 
the arcade. If his quest to be the best isnt due to 
nostalgia or rekindling a chidhood passion fort 


game, 


126100 


126100 
naase 


25m 
HOW HIGH CAN YOU GET 


‘we assume it must be down ta saging The King Of 
Kong and deciding, I want that crown’ 

“I tnk i's @ common misconception thatthe fm is 
the reason wy people ae intrested in compe 
Donkey Kong," Wes corrects us, "There are films about 
‘other classic tiles and they receive litte to no attention, 
What attracted me to the game was the fact thal, by 
accident, it's perfectly buit for competition.” 


his is something we had not considered. 

Surely any game that records a high score 

is ideal for competitive play? 

Wes outlines the fectors which make Donkey 
Kong so wel suited. "First, i's easy for anyone to 
Understand, It's watchable even f you're not a player. 
Second, due fo the heavy amount of randomness in 
the game, there are no al-purpose pattems that work 
100 per cent ofthe time. No two barel boards wil ever 
be the same. Sure, there are ‘pattems’ we use on the 
rivots screen, but thay only work about 60 per cent of 
the ime at best. As a result, the game forces you to be 
inventive, creative and strongly leverages your problem 
solving skils. Third, the game length is just enough to 
clive you to borderline insarity but not push you ov 
the edge. A safe’ Kl soreen game takes an hour anda 
half and a world record game takes about three and 
half hows. And fourth there's the kil screen ise 

‘An yes, the infamous kil seraan. bug in the code 

‘means on level 22, after 116 screens of leaping and 
ladder scaling, Mano (or Jumpman as he is named in 
the gems} unexpectedly keels over and cies after ust 2 
handful of seconds. Even the most skted player could 
never complete the board in the minimal ime given 
soit effectively provides a distinct ‘end’ to the game. 
“That's important because it means, unlike many classic 
tites, t cannot theoretically be payed forever, Games 
lko O*Ber, Astoroids and Nibbier, which give playors 
coxa ves at regular intervals, can be ‘marathoned!, with 
single games often lasting several days, and achieving 
‘the high score bacames as much atest of endurance 
a ski. With Donkey Kong, the predetermined end 
point means players must focus on meticulously 
exploiting every possible point scoring 
‘opportunity along the way. "Many classic 
‘games have one of these four factors 
but t's a uly rare gem that has 
them al" notes Wes. “i's 


THE HINGS OF DONKEY HONG 
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why Donkey Kong is perfect for compattve gaming and 
lima very competitive person. 

(Of course, you cannot have competition without 
ympetitors and Wes’ record-breaking score was 
ndouibtedly a product of his valy with previous 
1ampion and vietor of the last Kong Oif, Robbie 
Lakeman, "When Wes started competing against me it 
made me even more motivated to play," reveals Robbie, 

Jno at 30 years old is another of the new ganaration of 
contenders who didn't grow up withthe game. “it sed 
up my progeess as @ payer. hope | can take the record 
‘back one day. With the right amount of luck, my highest 
score would be around 1.25 milion but | don’t want 
ito consume all m swith 
‘wanting to be the best tit. can become an unhealthy 
‘obsession when it stats to feel Ike a second jot: 
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To be the best at any hotly contasted game requires 
the kind of single-minded dedication and endless 
Practice which most psychologists would deem 
‘obsessive’ but we have noticed something else 

whist watching videos ofthe top players showboating 
ther skis a ve events, They actualy get emotional. 
There are head sian, fist pumps, whoops and 

‘the occasional profanity. Compare that to the grim 
determination on the face ofan expert Pac Man player, 
sient striving for the perfect game. Donkey Kong 
seems to realy inflame passion ints playars and none 
more so than Australian Alon Staal 


‘ve bloody smashed the cabinet with my bare 
hands,” confesses Allen, who has reached the 
kill screen on half a dozen occasions but is yet 
to crack the magic milion mark. "ve broken 

my knuckles a couple of times and cracked a wrist wa 

‘often said I! take an axe to the bloody thing but | don't 

because it took me so long ta bud the cabinet n the 

first place! Yeah mate, Donkey Kong is an obsession. 
Alen is what is diplomaticaly known as a ‘characte’ 

His outbursts while streaming his play onfne have 

become legendary, featuring industial levels of 

swearing, ful frontal cabinet abuse and singalong rants 
sdrected at his rival, Brian Allon, who he caretuly explains 
isa “fucking fot’ You wil find no less than five ‘age’ 

‘compilations of Brian's hugely entertaining antes on 


= 
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YouTube. “Number 4 is my favourte," quips Bran. “it's 
defintely not healthy me swearing and carrying on the 
way Ido, I's just| want that high score, mate, and I get 
so ftusvated when | can’t. The Americans that tune in 
seem to love it for some reason. | was a nobody here in 
‘Ausvalia but now Ive vaveled to America to the Kong 
Off and have frends all over the word 

‘Allen is a we-known figure in the Donkey Kong 
scene and clearly enjoys being part of the workdwide 
community which has grown up around the game yet 
‘even he nates that some of the rivalias aro far fram 
trendy. Back-bitng, bttemess and alegations of foul 
play have sadly become as common a: 
‘of players sharing tins and tricks and enjoying seeing the 

pushed ever higher 
I's a members club, a social clique, and | think 

they/ve inadvertently alienated more people than 
they\ve rotainod,” states Cat DeSpira, a videogame 
rte, avid arcade collector and outspoken erie of the 
rmala-daminatad trbaism she soas as blightng the 
classic gaming community “The attention Donkey 
Kong has received over the last ten years did't 
happen organically. It was a direct resit of commercial 
marketing via the two main characters in the fim, 
Walter Day and Bily Mitchel and they've used the 
recognition they've received from The King Of Kong to 
reinvent thei historical accomplishments [to imply they 
had more influence on classic gaming than they ever 


really had. | see that arogant ass Mitchel at Kong Off 
‘events, sauntering around the room lke an old, wom out 
tune, barely able to play the game atthe level he's acting 
he can or ever dd, knowing no matter who wins, he 

wil sill maintain the rhetone that he's "The King of Kong! 
‘and Day wil eternally back him up.” 

Cais no doubt who isn't the King but that leaves 
the question of who exactly is? In one sense, the 
answer is obvious. Fight now, is Wes Copeland. He 
has the highest score ever recorded but it could be 
beaten by Robbie Lakeman or any skiled contender 
tomorrow. Indeed, someone insoired by tis article to 
study the videos onina, eam the searets of maximisng 
their score and putin the many hundreds of hours of 
practice required could become the new champin, 


he more interesting question is why is 

Kong still King? Of all the games from the 

Golden Era of the arcade, why does Donkey 

Kong remain such a draw to payers old and 
‘ew? We think i's a combination of factors. The fim 
Undoubtedly brought it tothe attention of an aualence 
far beyond the retro gaming crowd and he movie tite 
Lnequivacally posed a seductive challenge to a whole 
new generation of players. I also inextricaby linked 
the eternally photogenic By Mitchell wth the game, 
meaning every pubic appearance, interview or media 
‘mention of the most famous man in elassic gaming 
inevitably leads to tak of Kong 

Then thore are the mechanics ofthe game itsot, 
\which lend themselves so wel to score chasing, The 
compartive gaming scana that has sprung up around 
events such as the Kong Off keeps the interest high 
‘as does the fact that the crown keeps changing hands, 
with new chalengers emerging to challenge the old 
ard, The community which has developed around 
ical here, too, particularly in the eary days when 
videos posted by experts such as MAME master Brian 
Sago showed how the score could ba pushed into the 
ssvatosphere, And there's the ‘Mario factor: gamers wi 
always wart to know where the most inane videogame 
charactor in history had hs frst ump. 

(One other thing. I's just a Bloody good game easy 
toleam but cfficul to master, as all the best games ae. 
So put in a credit ht start and see what your answer is 
to that enduring question: How High Can You Get? 


‘Thanks to all the Kings and Queens of Kong who 
contributed to this article, 
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Uridium seems an unlikely inspiration for a 
platformer, but then Nebulus started out as a 
shooter. John M Phillips tells Rory Milne how a 
revolving cylinder evolved into an 8-bit classic 


uring the Eighties, many UK games 
coders favoured a single system, 
but some Spectrum specialists 


also converted their work to the 
Amstrad, and certain C64 developers had cut 
their teeth on the BBC B. Less common, however, 
were programmers who worked on all four popular 
‘computers, but John Philips was one such coder, 
and, as he explains, in mic1987, his Urciurinspired 
follow-up to the ortically-acclaimed impassabal was 
about to switch systems and to take influence from & 
‘game wiiten for third. "My setup back then was that 
had a BBC Micro,” John begins, "which was the main 
machine Ithad a cross-compiler and was hooked up by 
paral ports to a Spectrum and C64, [Nebulus' towers] 
started out as horizontal cylinders sceoling 
screen leit to right that was on the Spectrum, 
‘hare was a spaceship that went along the cylinder 
2, and there were abstract aliens spinning 
it. When | switched it over tothe C64, that was we 
‘echnical challenges began causing problems. | wes 
sing character maps — that was the reason for why the 
towers were done vertically. One of my favourite games 
al the time was Frakl, on the BEC, and just fancied 


stors, Frak! also 
1a colourful lead in Trogg the cavernan, and soon 
et about designing a mulshued hero of his own, 


tae 


Papen tach eating hha ae 


"atin an ene andy dap dene sig you 
recite rae esse, 


‘one that was brave enough - and smal eno 
tentor the doors that he planned to implement in his 

‘game's revolving cylindrical towers. “Half the game 

ran on the BEC, | either had an art package or | mada 
‘one, and | wrote a sprite editor" Jot 
was all organi; just started writing the game. | think 
Pogo came frst, he was one of the frst things | cd, | 
think most ofthe other characters came as the game 


and of asi2 that he could ft tvough the doors. 

That ‘something’ was part pig and part fog, but 
if Pogo looked odd, then John's other characters ~ 
Pogo's geometric foes — looked sureal, athough their 
appearance was dictated by ease of animation r 
than design. "They were mainly down to necessity 
they had to be symmetrical. They had to be drawn in 
16 frames of animation, with al the rotations, Those 
limitations meant that you were very imited in what 
‘you could do ~ | had to be able to draw thom, this was 
before 3D art packages. But it appealed to me [that the 
enemies looked surreal 

(Of course, Pago and his strange foas neodad 
‘world to inhabit, which required John to wite @ 2D 
level editor to make his rotatng tower mechanic 
playable, A byproduct of which saw upcoming threats 
that were visible in two dimensions become hidden 


dangors wien dopictod in 2D. “The way | designed 
the towers was | had a level editor, you could lay 
levels out on a gid. 'd design a tower, add i to the 
game, pay it, change things and play it again. Once | 
could finish a tower, was okay. Because of the way 
that | designed it, the level editor showed a flat gr 
= 16 cells wide. So it wasn't until you actualy played 
the game that it was wrapped around a tower, [The 
obscured hazards were] just a happy accident!” 


less-happy experiment followed, as 

John te to connect the towers he was 

designing by combining a number of 

them an-serean to form battlaments. “| 
‘was just trying to find ways to link the towers into an 
‘overall world. | think there were a number of eas for 
that. Because of the way | was rendering, you drew 
‘everything from the front tothe back so it didn't matter 
how many things you had on the sereen — the game's 
frame-rate would be constant. The idea didn’t work. | 
had a prototype, but | ust abandoned it” 

(One positive of John's abandoned ‘batviements' 
however, was that they gave him the idea of having 
the doors on his towers lead to corridors, which he 
retooled to work with single towers. "They looked 
‘cooll” John enthuses, “| added them to the level 
‘eitor tried the game and realised they worked. I 


ink 
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thoy wore originaly [connected to] the battiomonts 
idea; the battlements needed some way of zansferting 
you from one tower to anather. it was lust one of 
those sly ideas | had, You have a corridor, and you 
have Pogo rotating, and entering and exitng at ether 
fend. | just realised it worked and stuck with it 

John also stuck with Hewson Consultants ~ the 
ppublsher of his most recent}y-publshed tite — where 
the helpful staff and persistent boss gave the designer 
advice and motivation, respectively. “Hewson 
published my previous game Impossaball. They kept 
fon contacting me and asking what | was doing. They 
were gute a small company; it was vitualy Andrew 
Hewson and a couple of staff the office. They had 
@ producer — Paul Chamberiain ~and he gave some 
input. And so oid another guy ~ Barry Simoson. | had 
to go up to Hewson every couple of months, every 
time I did a different version of the game. I'd loads of 
ifferent versions exploring different graphic styes. 
‘Andrew Hewson was good at pushing me. He'd 
[phone up and say: ‘Have you thought about this?" And 
V'd.go away and think about i: 

‘Much of what John thought about evalved into 
gameplay elements for his rotating towers, including 
dissolving and destructible platforms — the latter of 
which would cause cbstructons and backtracking, and 
required John to arm Pogo with snowballs, "We Be 


NEBULUS 101 


ely avril 


Platformer, aloeitane that’s 
a tervaliecta 
are of rotating towers, 
Nebule combines platforming 
standards th novel gameplay. 
So when he's notnegataing 
slevators and disintegrating 
floes, the game's pretagens 
Istasked with dispatching fees 
tac by 
throwing snowballs at them, 


> wanted to have destroyable blocks, it was just a 
caso of making thom a different se trom the normal 
blocks ~ and making them flash was an easy thing to 
‘add. You could force backtracking, that was an easy 
‘matter. think original there was no shooting. But then 
\we reaised that destrayable platforms would be good, 
{and then how do you destroy them? The snowbals 
\were ust... wel, you needed something large enough 
so that you got to see it You had a starfield atthe back, 
and bullets would have just looked lke stars.” 


sides a statield, on the advice of 
Hewson’s boss, John’s evolving game 
soon shared a sacand aspect of the 
Project's cxigiral inspiration, Uriium: 
‘bonus levels that would connect the main stages. 
“Andrew Henson was trying to make me think of 
‘bonus levels. | just thought ofa scroling seabed. | can’t 
remember when il came about. | think we were tying 
to figure out how to start the game, because youve 
got a submarine. The submarine comes up and the lid 
draws back and Pogo jumps out. | think the suismarine 
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HIGHLIGHTS 


IMPOSSABALL 
‘SYSTEM: ZX SPECTRUM, inal 
AMSTRADCPC 

‘YEAR: 1% 

NEBULUS 
‘SYSTEM: C6, VARIOUS 
‘YEAR: 1957 

ELIMINATOR 

‘SYSTEM: ATARST, VARIOUS 
YEAR: 1908 
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MECHANICAL MARVELS 


More games that pushed technical boundaries 


ANT ATTACK 

I Ahough arfrom the fst 3D videogame, 
‘Ant Atackhosted one of gaming's eariest 
three-dimensona open words Art schoo. 
graduate Sandy White approached the creation 
of Ant tack’s nique visuals as an exerczein 
‘seupture and devised rescue-mssion-themed 
gameplay to complement his game's immersive 
pel-brik word 


1 Besies introducing filed paygons to 
‘videogaring, tar egend Dave Thewer's cult 
Classic also boasted a completely unique ook. 
Viewed rom an aerial third person perspective, 
| Robot chalanges scone, geometric 
protagonist wih trippy chess platforming, 
‘surrealmazes, intense shoot er-up sections 
and et pce bosses. 


C6 \ realised that we 
had to tone down the 
game. We made it 
more linear 99 


Jehn M Philips 


‘was in fay arly, and that probably just led to tho 
underwater lavals. 

Inhouse piaytesting folowed, both by John and 
selected Howson staf, but the rea tast of the game 
now known as Nebulus ~ came later, when the tite 
wes previewed at an industry trade show. “| think 
there were only about three people that played it~it 
was Paul and Barry at Hewson, and me. That was it 
‘We went to some trade show — one of the early PCW 
shows —and wee had Nebulus on the stand. Everyone 
was transfixed by i, but realised as soon as they tred 
it that they coulde't play it | chink it was the fact that 
thay hadn't saen anything ike it before, After that, 
| ealsed that we had to tone down the game, We 
made ft more linear” 

‘After some aduustments to Nebulus' difficulty curve 
had been made, Hewson went on to pubish John’s 
game in time for Christmas and to send it for review, 
where the highiy-riginal C64 platformer was met 
with ental acclam, Join’s Spectrum conversion was 
equally well received, akinough its limitations frustrated 
‘the designer. “I ramamber it reviewed vary wel in the 
Nowsfield magazines,” John noies. “The C64 game 
had one of the highest marks they had ever given. | 
spent about a month on the Spectrum version; | was 
cisappointed because there was no way of gelting 
more colour” 

In addition to the Spectrum Nebulus, John 
subsequently coded highiy-rated 16-bit versions in very 
short ofdr, although this had not beon the designer's 
orginal intension. “I did the ST and Amiga versions, 


but Howson had originally contracted a porting house 
based in Leeds. They were doing it for about six 


+ 


THE MAHING OF: NEBULUS 


“<Alonh lg Ohi Wes ead Neo oversn prety pant ngs apy 


‘months, and | remember we went up to see them, 
and it was obvious to me that they didn't have a 

clue what they were doing, At the time, | was doing 
Eliminator on the ST, but | was so angry that | decided 
to convert Nebulus myself | think | converted it in two 
‘months, Because 'd done Eliminator, | had all the tools. 
‘Angi stil had the maos from the original game." 


‘number of conversions to other systems. 
‘were also produced — although Nebulus 
‘was renamed Tower Topple, Castelian 
‘and Kyorochan Land for the US and 

Japanese markets, whichis something that John 

has since come to terms with, "I think | helped out 

with the Amstrad version and the PC version,” John 

rocals, “| can't remember much about the Archimedes 

version. The Ninando versions were done by BITS 

‘Studios in London. | remember taking to tham about 

2 year later. Hewson got an advance from Nintendo 


XYBOTS 

‘intended by developer EdLogg as 339 
reimagining of his lasscecin-op Gaunt, Xbots 
was instead repurpasedas ase shooter 
kd’ game ic endered with sprites rather than 
‘alygonsandratationisliited to 90-degree 
tums, despite thoeeUmiatione Mot stl heloed 
olay the foundation fo the deluge of firs: 
peeson shooters that followed, 


wacngsint 


PRINCE OF PERSIA 

‘mQuite how Jordan Mechnercoaned an Applet 
into depicting realistic animation anyone's 
‘guess, but even today, Prince Of Peri visuals 
are dsconceringl fli. The aciamed 
developer's technique invlved tracing frames 
of old maves~ and fim of his ommbrother 
‘using and jumping and then adapting these 


JUMPING FLASH! 


hs viewpo 


1 An eariypoiygon platter, although Jumping 
Flash’ real imovation isin ts protagonists 
rile-high imps. The novely of Robi's 
aerial stunts that wile leaping he changes 
look downward intend of 
forwards, which allows him to target foes to 
long: distance stomp oblast - while adtionally 
inducing iy euphoria inthe payer 


PLAYER 
oDoooooo 


none of whch had been passed onto me. The 
‘American versions were cal Tower Toppler because 
ofthe publisher Tix The Japenese versions were 
changed to Castelian because Nintendo cid ike the 
name Nebuls. probably bothered me atthe tm, 
but could careless now! 

As for his cures foolngs towards hs CB4 orginal, 
ln is hlosophial abou the inntatons imosed 
by Nebulus' host hardware and humble about a 
classic that was largely down to his singular vision. 
“Its cfu looking back told games, because So 
many things have come singe In terms othe size 
of the game, it’ al you could do, | think was ust 
lucky it was a case of happy acide, realy. was 
[ust designing a game witout thinking, andthe fact 
that twas des.gnod ty ono porsan who da tho 
programming and aso the at" 


Many thanks to John for revisiting Nebulus. 


VIB-RIBBON 

1 ypicaly ighighed forts musical (rather 
‘han graphicadatribues, Nanar-Shas cult 
rhythm games easly 2s visually novelas itis 
aural inventive Vi-Rbors surreal grapice 
sare best described ae animated ine drawings 
‘hat are gently panned around asthe player ties 
to overcome abstacies which ate determined by 
thei chosen sounrack. 


{started collecting forthe Spectrum about 15 
years ago. | used to download games from the 


World of Spectrum website, but none ofthe 


reatons. This ingpced me to start picking up 
the odd game from eBay. Before knew it, | 
cr was going ater a complete set 

Faso By ie . 
tomonite 
Weebsdany 
faba ao 
tip 
Ihave a ful set of Codemasters games forthe 
{BAC/Electron, Commadore 16, Atari 8-bit and 
MSX. My Spectrum set is one tape (Sergeant 
Seymour Robotcop) and one dik (Rock Star 
‘Ale My Hamster) away fom completion 've 
Just recently started grabbing 3 fw tapes for 
the Amstrad CPC as well and have around 30 
sofar 


Prices have been going through the roof for 
some games. The rarer tiles are come of the 
later Spectrum games that were released in 
1992-1993, towards the end of the format’s 
commercial life. DJ Puff is particularly hard 
te find, along with a couple of the Seymour 
‘games. Myself, | pid less than a tenner for 
Grell & Fela afew years ago. paid £35 for 
‘Stuntman Seymour last year and {think the 
've pad is E50 forthe CD Games Pack 
Although | suspect if find a copy of Sergeant 


Budget game fan Guy Black owns hundreds of Codemasters tiles. 


Codemasters games are available for copyright 


Seymour or the disk version of Rack Star for 
the Spectrum, my wallet may take a beating 


I really Uke the Seymour games and think 
they are up there withthe Dizy franchise 
and finding the rarer tiles ean be both fun and 
frustrating in equal measure. | used to buy 
quite afew of the Quattro packs when | was 
younger. They were 2 good way of getting four 
games for litle money. 


“There's alot of interest out there in Cos 
‘games. Look for bundles on auction sites and 
check out some ofthe groups on Facebook. 
“There are many collectors in those groups. 
Who buy bundles of games and sel of their 
duplicates at very reasonable prices. There's 2 
very friendly community of collectors out there 
Whe really ike to help each other out. 


ove colleting budget re-releases. | rarely 
bought full-price games as a young ‘un. 
have been collecting Hit Squad, Kixx and 
Mastertronc tiles for years and almost have 
full sets of each. They are generally cheap to 

ick up and take up litle space, being single 
cassette cates, 


"Th Dives aay ie entheCodarastas bl THs the 
‘steering Gre rset 


re png CGS 


‘Taian BK Sattar was Coma omega ane 


tne company on bereadisccess 


Tyee 
Ths specal vera 
‘Ae My Hamster was ested for 3 
promotional competion tat 


Rock 


1 The Sun newspaper. The game 
featured unique content and just ten 
copies were produced for the ucky 
winners. copy ofthe Spectrum 
‘version popped upon eBay in July 
2016 and went for £125. Hancther 
appeas, it kel to top that, wih 
speculation that t may hit 200 


tine wit Soeur saree 


1987 
enavel compilation 
30 games on a CD-ROM that could 
be loaded into your computer 
via a standard CD audio player. 
originally retailed for £20 and 
‘these days it wil fetch around 
thvee times that amount, although 


ured 


only iit comes complete with the 
data transfer cable, loader tape 

and manual. i's common‘ find 
‘examples with bite missing, typically 
te cable, 


BR 8, CB 
oF ca wants ces er 


SELECT AO PLAY TRACK OW CO 


HEN PLAYING. 86a 


urss'stu- fT ets Toe 
TO LOMO A OLEFLBENT Gard! 


i 
i Thesinh gameiniheseres| 
crignaly debuted onthe 1991 
collection Diz’ Ex 

and deste the promise thatit was 
elusive tothe pack, itwas released 
asa standalone tien 1992. Ths 
short and sweet adventure row 
fetches €50-70 on the Spectrum. hs 
immediate predecessor, Spellbound 
Diy also target fr eallectrs 
and commands a similar value 


lent Adventures, 


i 
laying second fddleta Dany 
but stil draw for collectors the 


five Seymour games were gathered 
together forthe compilation that 
was sold in the run-up to Christmas 
1992. Its typially worth €30 and 
upwards these days, particularly it 
the original poster and collectable 
cards ae included, That may 

sound expensive, uti’ certainly 


cheaper than collecting the 
individual releases 


this fist appeared on compilation 


(Superstar Seymeur beter bing 
released separately. This doesnt 
appearin trading icles too often, so 
its fit to gauges current valu, 
butt’ certainly rare and would set 
youback 60 minimum. This forthe 
coveted Spectrum versio, ofcourse 
~you eld snap up the ther versions 
forless 


i992 
Ofte ive Seymour games, this 
and Sergeont Seymour are the ones 
that attrac the mast attention from 
collectors This platformer appears 
Bay from time to time and its 
rice just keeps going up. In the past 
sx months, the Spectrum version 
has gone for between £89 and £113, 
This range is probably a good price 
guide, but dont be too surprised 
to seeit creep upto £120in he 
ear future, 


i992 
iw Another late era release ta mos 
gamers willbe unfamiar vith 

but Codes cllctrs wil know al 
bout his one asi on manya 

‘most wanted Uist, Ths ertoony 
adventure (which s actualy tiled 


por sae regularly and when does, 
youeanexpeetitto go for £80-120 
onthe Spectrum, ACBL version 

as developed but not eased at 
the time, 


Falla in-game) doesnt come 


192 
the fra Dizzy game or a 
computers broke the budge trend 
and etal at fll rice when twas 
release in [ate 1992 This no-doubt 
affected sales and now Dizzy's 
seventh adventure is perhaps the 
‘most sought-after ofthe whole sei, 
‘na good day youray be able to bag 
‘he Spectrum version er around the 
£80 mark, buithas been known tage 


forupto€120inthe past, 


‘+s Mar Gas wee te en Caters gener nets on 


13 
ia Ths sequel to litle Pf aneaked 
onto the Spectrum in 1993, almost 
three years after the orignal, and 
willhave therefore escaped the 
attention of many gamers. tsa 
diferent story these days as many 
collectors are trying to track down a 
copy I's hard to say how much the 
Spectrum versions worth, but it's 
possibly the rarest ofall the regular 
Codies#-bt releases. Youre talking 


atleast 120, 


‘ Codemastesleapt onthe wresing 
bandwagon with he eu price, 
low-rent copy of Ocean's WiNF 
WresleMania games. Cualty counts 
fornowt however as this was one of 
the fim’slast 8-btreleates,arving 
ineasly 1993 and making ita target 
forcoleetors. snot super rare, but 
when it does swap hands it ean fetch 
upto £30, and sometimes even more 
fits the Spectrum version 


cus sx pac 


1st Division Manager 
30 Starfighter 

‘Soccer Simulators 

‘4 Soccer Simulators (Gold) 
‘750¢e Grand Prix 

‘Advanced Pinball Simulator 
‘Arcade Flight Simulator 
‘Armourdille 

ATV Simulator 

Big Nose's American Adventure 


Bubble Dizzy 

Captain Dynamo 

Cartoon Collection 

CD Games Pack 
Championship Jet Ski Simulator 
CJ In The USA 

C'sElephant Antics 

Cosmenut 

Creations 


CODEMASTERS 
CHEGiA LIE 


Whether you're looking to collect one format or the complete 8-bit set, this list will prove invaluable 


Dizzy Down The Rapids 
Dizzy Panie 

Dizzy Prince Of The Yolkfolk 
Dizzy’s Excelent Adventures 
DI Put 
Fantasy World Dizzy 
Fast Food 
Frankenstein Jar 

Fruit Machine Simulator 
Frult Machine Simulator 2 
Ghost Hunters 

Man 
Grand Prix Simulator 
Grand Prix Simulator 2 
Grell Fella 

Guardian Angel 

Hit Squad, The 

International Rugby Simulator 
taian Supercar 

Jet Bike Simulator 
Kamikzze 

KGB Superspy 

Kwik Snax 

Lazer Force 

Lite Put 

Magicland Dizzy 

Mean Machine 

Mego-Hot 

Mamichase 

MiG 29 Soviet Fighter 
Mission Jupiter 

Monte Carle Casino 

Moo X Simulator 
Mountain Bike 500 
MrAngry 
Murray Mouse Supercop 
Necris Dome 

Ninja Massacre 

OW & Lissa 3 

Operation Gunship 
Paris ToDakar 


mals 


anlg 


omen le 


Poltergeist 
Prince Clumsy 
Pro Boxing Simulator 
Pro Golf Simulator 
Pro Powerboat Simulator 
ro Skateboard Simulator 
ro Tennis Simulator 
Professional BMX Simulator 
Professional Sk Simulator 
Professional Snooker Simulator 
ub Trivia Simulator 
Quattro Adventure 
‘Quottre Arcade 
Quattro Cartoon 
‘Quattro Coin-Ops 
‘Quattre Combat 
‘Quattro Fantastic 
‘Quottro Fighters 
‘Quottro Firepower 
Quattro Megastors 
‘Quottro Power 
‘Quottro Racers 
‘Quattro ils 
‘Quattro Sports 
‘Quattro Super Hits 
Race Against Time, The 
Rallycross Simulator 
Red Max 
Robin Hood Legend Quest 
Rock Star Ate My Hamster 
Rock Star Ate My Hamster (Gold) 
‘SAS Combat Simulator 
‘Sergeant Seymour Roboteop 
‘Seymour Goes Te Hollywood 
‘Seymour Stuntman 
‘Sky High Stuntman 
licks 
Slightly Magic 
‘Smash 16 
Soccer Pinball 
‘Spellbound Dizzy 
‘Spike In Transylvania 
Star Runner 
Steg The Slug 
Street Gang Football 
‘Stryker In The Crypts Of Trogan 
‘Super All-Stars 
‘Super Bike TransAm 
‘Super Dragon Slayer 
‘Super Dragon Slayer (Plus) 
‘Super G-Man 
Super Hero 
‘Super Robin Hood 
‘Super Seymour Saves The Planet 
‘Super Stuntman 
‘Super Tank 
‘Superstar Seymour 
Tarzan Goes Ape 
TerraCognita 
Thunderbolt 
Tit 
Tornado ECR 

Transmuter 

Treasure [stand Dizzy 

Turbo Chopper Simulator 
[ Turbo The Tortoise 

Twin Turbo VB 
f Vampire 

Wacky Darts 
White Heat 
Wild West Seymour 
Wizard Wily 
Wrestling Superstars 
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apple) 


The Apple Il was designed for games — creator Steve Wozniak 
wanted it to play Breakout. But far richer Apple II gaming 
greatness abounds, as Craig Grannell reveals... 


= = a . sos 
Flight Simulator © 3D Docking Mission 
>UBLISHER: SubLOGIC ‘= PUBLISHER: The Elektrik Keyboard 
3ENRE: Simulation = YEAR: 1979 "GENRE: Arcade @YEAR: 1978 


; 
& Taipan! 

>UBLISHER: Avalanche Produc 

NRE: Strategy/trading sim 


complexity and visuals 


| PETROGATIER ANNUAL 


Inan era of realistic pinball titles such as Pinball 
‘Arcade, hyper-realistic animatronic fare like Zen 
Pinball, and creative takes on pinball ike PinOut and 
INKS, Raster Blaster looks positively archaic. Butin 
the history of pinbal ites —and also Apple Il ga 
Bill Budge -designed table is hugely enportant. 

Prior to Raster Blaster, videogame pinball had a 
tendeney to either get smashed into other genves 

such as Gee Bee's weird mash-up of pinball and 

Breakout -of end up nat looking or playing Ike pinball at 
all, as evidenced by the risible Video Pinball on the Atar. 

Raster Blaster was different. Here was atte that ~ 
within the imitatons of the Apple I's hardware — was 
trying to be en arcade game that happened to include 
flippers and bumpers, This was a simulation, 

The table was broadly inspired by real-world table 
Firepower, and was oriented vertically. Although that 


- 


resulted in over haf the serean being given overto high 
scores and logos, this added tothe realistic nature of 
table. Mostly though, Raster Blaster impressed due to 
the feel of the game. Yes, moder eves will spot clear 
shortcuts in the game's physics, and some odd bal 
movement her {Raster Blaster sat head 
and shoulders above its contemporaries. And even 
‘today, Bils game plays a decont game of pinbal 
doesn’: 2a! too far removed from the real thing 
Post-Rastor Biaster, videogame pniball was changed 
forever, and gamers soon got to enjoy the likes of 
Night Mission by Bruce Artwick) and David's Midnight 
Magic. Bill himself pusted the pinball genre even 
further, eschewing the idea of further standalone 
tables and enabling players to craft their ownin the 
ambitious ~ and rightfully highly-acclaimed — Pinball 
Construction Set 


TOP 20 APPLE Il GAMES 


FIMBALL 
MIZARD 


Bill Budge on the Apple Il and 
Raster Blaster 


j What was it that 
} originally attracted you to 

the Apple II? 

Colour, That was the thing 

‘that swayed me from buying 
2 TRS-80, or one ofthe other small business 
machines coming to market back then. But it 
took me about two months to get hold of one ~ 
there weren't many resellers in those 
How did you find the machine for 
programming games? 
Architecturally, the Apple li was very simple 
and open, so programmers could do things 
‘that probably werent foreseen by Steve 
Wozniak, But audio on the system was 
extremely primitive ~ it wae really hard & 
make sounds because there were no timers oF 
interrupt: Stl, the Apple Il di at least have 
the moat reliable oppy drive of those early 
home machines. The ones on the C64 and Atari 
were a nightmare 


What was the genesis of Raster Blaster? 
‘daly, was never really 3 pinbal player 
bbefore | started that game. But | was working 
at Apple in those days, and my colleagues 
were obsessed with pinbal. go to lunch wi 
them, and they explained how pinball worked 
Sinee | wanted to make the most amazing 
looking game | could an the Apple pinball 
ered lke the ideal fit. 


Presumably, you didn't find inspiration 
from other videogames in those days? 
Not really. There were afew other pinball 
‘games around tthe time, but they had low 
retoluton graphies and limited physis. And 

14 in fat, already made a simple pinball game 
by then, using code and techniques from my 
version of Pong on the Apple Il. My biggest 
inspiration was Willams! Firepower one of 
the all-time great pinball tables —on which | 
based the Roster Blaster table lay 


What technical challenges did you 
encounter when making the game? 
‘The Apple Il couldn't multiply natively oF do 
eating point math. $0 a lot ofeflort went ints 
ing Vé-bit fixed-point numbers to do thin 
like update positon and velocity, and rotate 
vectors when balls hit something at an angle 
| sed table lookup to calculate sines and 
for rotating things in two dimensions. 
Collision detection was algo tough, and 
involved me constructing, by hand, a database 
that for exch row of pixels on the screen listed 
the wal properties - material, postion, and 
ration ~ relative tothe xaxis, which was 
constantly compared tothe ball's position. My 
hand-coded table scheme probably counted 
for hal ofthe effort to build Roster Biastert 
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€ Mystery House 

aruaisige OnLine Scere 

‘'NGENRE: Text adventure mYEAR: 1980 

ie he see eee ee 
Devrepedty stand wa Kon 

‘you read. And although Mystery House isn’t 

Sec neunthaonces 


c Sabotage 


‘You might well take alook at Sabotage and think: 

That looks an awful ot ike Paratrooper’. And you'd 
be right. This game by Merk Allen has you contol a 
gun turetat the foot ofthe screen while heicoy 
scoot about, dropping paratroopers. Should four reach 
the bettom (with you having likely dispatched many 
of thet comrades}, they form a human pyramid, ea 
aboard the turrat and blow it up, Which al seems abt 
‘laborate and wastaful as ameans of attack, but his 
is the werd of videogames. And as for Paratrooper, 
‘was Sabotage that came fst. 


| RETAOGATER NNUAL, 


5 The Bilestoad 


‘[=PUBLISHER: Datamost = GENRE: Fighting a YEAR: 1982 - 


It's fai to-say this Marc Goodman combat 
‘game isan oddbal, Without a great deal af 
‘ther fighting games to draw on, Mare decided. 
‘on a top-down viewpoint. So rather than the 
‘subsequent typical side-on approach, The 
Bilestoad has you duff up opponents from above, 
The controls are quite involved, and take ime 
‘to.get to grips with, Along with keys for tuming, 
stopping and walking, you can move your axe and 
shiold independently. The arenas you fightin add 
further complications by way of teleporters and 
speed-up discs. Ifitall gets a bt too much, pit 
‘two ‘robots’ against each other and settle back to 


‘=PUBLISHER: Datamost YEAR: 1982 =GENRE: Platformer/adventure 


PUBLISHER: On-Line Systems =GCNRE: Shoot-em-up =VEAR: 1981 


‘Thete's alot going on in Aztec. It resembles yet 
another side-on arcade adventure, with a fedora 
‘wearing Kleptomaniac looking to ‘berate’ bling from 
a deadly tomb. But the contols are, frankly, at 
Imad —_the system has separate keys for everything 
from running and climbing sti to drawing a gun 
and rummaging around ina chest. Wrap your fingers 
around that lot and you stl have to contend with 
‘mansters and environmental issues ~ clamoring 
Lup garbage, blowing up walls, and not drowning 

in water. And even ifyou succeed in your quest, 

2 repeal’s not assured— the tomb’s randomiy 
generated every time you ply 


© Bolo 


"PUBLISHER: Synergistic Software 
"GENRE: Shoot~'ern-up/maze Es 


In 1980, arcade classic Defender introduced the 
idea of rescuing hapless civilians from a warzone 
while you blasted away at everything in sight. But 
its pyfotechrics and so-ftrappings meantit aways fet 
very much ike an arcade game. By contrast, Chopliter 
le entertaining and compeling —is comparatively 

bleak. You plot a helicopter behind enemy lines, 
braving tanks and fightorjts, and bast buldngs to roo 
hostages. Youmust then land, grab as many hostages 
as youcan, and make for safaty. On each retum, your 
enemy ramps upits defences, making subsequent tins 
increasingly petious, 

‘Youre not rewarded for blowing up enemies —the 
score simly sts hostages in your heicoote, thot 
saved, and those that have perished, And should the 
last of your choppers be shot down, it sits atthe bottom 
of the sereen in flames as the game states "The End 


Dan Gortin recalls his Apple Il days creating classic ttle Choplifter 


dae 

¢ started working witht because | had 

i aS ‘one! My grandfather loaned me his 
when | was seling 3 house, and, in all honesty, | wasnt 
really fan. found the machine very primitive, But 
1a te the fact you had complete contrl over the 
timing, 0 you could polish that aspect of whatever you 
were programming perfect. 


When twas seling that house, | started goofing araund 
With the Apple I~ moving things around the sereen 

1d been interested in helicopters, so 'é got one on the 

‘screen, and was trying to get the fel of fying right. In 
the end, had te cheat withthe physics to make it fun, 

but thnk succeeded in my aim of making it feel Uke 

‘a natural thing fo play with forthe player. 


This kid working on my ear was a big fan of Defender 
and suggested | should add some people to rescue. So 
| walked tothe nearest place with a Defender cabinet, 


Uiked the rescue element, and stated adding all kinds 
cof itl bits to my game, And at some point, realise 
could make some money out oft 


in the news at the time and probably 
influenced the hostage aspect ofthe game ~ at least 
ubliminally. But | wasnt really thinking too much 
about it, and that probably resulted in Chopliter being 
fun rather than overly serious, 


| don't ke the idea ofa score when what you're really 
trying to doi tela story. Sol didn’t want you racking 
‘Up points like in Defender. ll that was important was 
knowing how many of the hostages got home safely 
To me, the numberof planes and tanks you blew up 
{getting your people home was irrelevant, and so 1 
didnt keep track ofthat. The only reason the enemies 
were there was to push the player through proving 
them with challenges as they played the game. 


€ Airheart 


= PUBLISHER: Broderbund 
NRE: Arcade mYEAR: 1986 


for 16-bit machines a 


Search For The Sea 


@ Karateka 


{=PUBLISHER: Broderbund 
GENRE: Fighting m YEAR: 1984 
Jonian Meche 

debut ured out tobe 2 

cinematic take on fighting 
games, A‘ong with altho 


brawing 


GCaptain 
Goodnight And The 
Islands Of Fear 


LISHER: Broderbund 
GENRE: Arcade mYEAR: 1985 


3, ot, joop, tank 


of tough arcade sequa’ 


@SunDog: 
Frozen Legacy 


= PUBLISHER: FTL Games 
GENRE: Space exploration mYEAR: 1984 


zoom about spac 
cities and trade. I's slow going, but an am 
engaging it 


G The Bard’s Tale 


JBLISHER: Electronic Arts 
NRE: RPG mYEAR: 1985 


simple 
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‘We could have included a later Ultima entry in this 
list, and f you're a fan of role-playing games, you 
should probably play them all anyway. But wo! 
{going for The First Age of Darkness on the basis it was 
‘one of the most in‘luantial les to grace the Apple 


The game dumps you in a mystical raakn w 
evi wizard's enslaved everyone. It turns out, shat this 
vilain has got hold of the suitably i unimaginatively) 
named Gem Of Immortality, meaning he can't be kiled 
as his minions go around getting al stabby. Your aim: 
tend his rule, No pressure 

Froma visual standpoint, Utima was ambitious for 
2 1981 game, switching betw yy roaming 
\iews and first parson dungeons. But, mostly, Uta is 
Important for generating the language used in so many 
subsequent RPGs. By the time the third Uttma arrived, 
you could select party, and delve into a turn-based 


n' wh 


serapping,Itand 
MV are usualy cited as bestin-class on the 
Apple il; but hey, weite Retro Gamer, so check out 
where tall began fist. 


DUHGEOH HASTER 


Ultima creator Richard Garriott fondly remembers his Apple Il days 


What was it that grabbed you 

about the Apple II? 

{started outwith a teletype terminal 

connected with an acoustic modern to 

SM a POPIT in neighbouring university's 

data centre. When the Appl Il arived, | was in wander. 
Instead of invoking a command and waiting minutes for 
itto process it could, in real-time, vicually deplay to 
ime al the fantary worlds and other fantastical idexe | 
could think about to program. immediately saw it 


the key tothe future ~ or my own future, at east. 


How instrumental was the Apple Il in 
Ultima’s creation? 

think without the Apple I, Uti never would h 
existed, A 


much a | enjoyed what came before and the 
other computers around atthe time, | found all those 
systems comparatively harder and less fulfilling to tear 
Into than the Apple I, With the Apple Il, you could dive 
Fightin under the hood and figure everything out You 
could kindof keep the totality of in your mind, and 
teuly master the entirety of the machine. 


How did Ultima come to be? 
| was working in 3 computer store, andthe owner 
noticed me working on a game in the back, Akalabeth 


ded ir 
you could see them from your 
point of vie sid twa 
better than anything else out there and that | should 
publish t= an 

‘of national distributors, but really Akolabeth was a 


1 converted it rom a teletype version, but 
person corridors, 
v. The guy running the stor 
I did then came tothe attention 
technical deme, There's ne story, no winning and no 
fend. But it put me through college, and 
| started the frst Utima game. | thought that it game 
pay for~ 
rely could start 


was when 


{never intended anyone to see ~ much le 
could put me through ealege, 

‘over and do a much beter job with one designed for 
public consumption! 


What's your relationship with the Apple Il today? 
[As PCs took off and the Apple il became antiquated, 

| didn’ pay much attention to mine. But then | was 
knocked by akeynote speech | 

machines were ‘disappearing’ into obsolescence, 
‘meaning the be 

{realised | had no way fo lok at my Ultima games 


saw that aid these 


ames could be lost and forgotten, 


oF Akalabeth ~these years were lost to me. More 
cently, ofcourse, emulation has closed the gap, but 
after that conference, | worked with my Apple is, and 
went on a buying binge for spare parts, to ensure | 
could keep them operational indefinitely 
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: i = 
@ The Oregon Trail 
™PUBLISHER: Broderbund =GENRE: Simulation = YEAR: 1979/1985 


a 
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20, 1848 


Miles traveled: 760 niles 


Although primarily an educational ttle, The 
Oregon Trail also happens to be ane of the least 
forgiving classic-era Apple Il games you're likely 
to pay Ifinds you regularly making ife-or- 
death decisions, In essence, it's an early take on 
= - resource management—and i's also the only 
game of its day that abruptly wipes out one of 
5 your taveler with anasty case of dysentery 
& Perhaps surprisingly, despite The Oragon 


‘Trail being widely associated with the Apple I, 
itin fact started life on a mainframe computer, 

>. ‘way backin 1971. Creator Don Rawitsch made 
‘the game available on the Minneapolis Public 

‘Schools time-sharing service, opening itup to 


4 ayReerareniee canes 


Apple'l in 1979 as Oregon, and then reissued 
and revamped in 1985 as The Oregon Trail, with 


¥. ‘vasty improved graphics, along with expanded 


{] _hunting and shooting elements. 
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Lode Runner 


= PUBLISHER: Broderbund = GENRE: Platformer mYEAR: 1983 


After buying the rights from James, 

Doug's first crack atthe Appie lI version, 
{game began life onthe Commodore PET, Miner, was rejected by Braderbund. Buta 
‘8a project cocreator James Bratsanos major vamp with superior controls and 
referred toasbeing about the "beauty of _pixeHevel motion resultedin the classic 


the algorithm” In essence, his system know and love today 
rownat any 
‘ed level rather than being about 


meplay, Bur even this early take 
‘was recognisably Lode Runner - platforms 
‘and ladders; and a hero chased by 

nies you could trap by digging holes 
left or right of your currant position 


@ Beyond Castle \ 
Wolfenstein ° scene Bo Sri 


|= PUBLISHER: Muse Software 
MGENRE: Stealth mYEAR: 1984 


No, net that 


on and stateg 


ies, but doing so wastes a 


ly pula gun and pifer a guard's ki 


1 uniform, and saunter about in disguise 
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REASONS 
IT'S GREAT 


Like Karateko, Prince Of Pe 

infused with a dstnetly 
cinematic feel, nat least with its 
animated fic intr, 


From huge leaps tole wobbles 

‘on hitting unstable ground, the 
protagoniets movements add a sense 
of realism tothe game. 


Nuanced controls give yous 

fighting chance against the 
game's pinel-perfect demands: you 
‘ean lexp ake careful steps, or hang 
from platforms. 


The game's platform larks and 

‘exploration are punctuated by 
swordlights. These look great and also 
ramp up the tension, 


5p Pelerieteeond ip wae 
force to be reckoned with, but 
this game actully has 2 decent seore, 


ll 


7 


Several games on this list are from the early days of the 
Apple Il, when creators were first experimenting with 
the system, Buti’s hard to see how any tle could have topped 
cur ist other than Jordan Mechner's platform adventure. twas, 
without doubt a late entry to the Apple I, not finding release und 
1989, by which point even Jorden himself admits the platform 
g. His reason for sticking with i? "The Apple was a 
platform | understood a machine you could push,” he explains 
"And that was satisfying. twas a lavely machine, 

Taken at face value the component parts of Prince Of Persia 
n't scream classic, The plots hacknayed, involving a heroic 
protagonist batting his way to defeat an evi wizard, And the 
gameplay’, atts core, a conventional platformer, where you 
leap about, throw switches to open doors, and try te not end up 
impated on spikes some lunatics left sprinkled abou 

Its good thing, then, allthe great stuff hap, 
screen, In short, Prince Of Persiais all about the execution 
Everything within the game has been honed to perfection. The 
visuals are superb, with rotescoped animation that affords the 
protagonist and other characters aIfelke fluity. The intreductary 
game into cinematic territory, and 
composer Tom Rettig even managed to gat a decent score out 
of the Apple I's woefuly-underpowered sound chip, 

In terms of gameplay, Prince OF Persia similary shines. 
‘Whereas many retro platformers are crude in terms of controls, 
bar the ond bit of inertial movement, Prince Of Persia's hero can 
run, duck, leap across gaps, pick his way across the floor andl 
hang from ledges. You naod to know procisely when tomake 
Use of an action, and soon come to rease the entire game's 
effectively one massive puzzle, relentlessly trying to off the hero. 

‘Then thare are sword fights that punctuate the platforring 
action—and puncture the hero, if youre abit rubbish. There's a 
clever mix of infinite lives and 60-minute timer-— the princess will 
epiece if you keep getting killed, 
given that each death plonks you atthe start of the current stage, 
‘And then there's a section where you leap through a mitror only 
tobe confronted by an evil appariton twin, Now that kind of thing 
defintely cin’t happen in the Ikes of Impossible Mission 


‘animation nudges 


bbe glancing nervously at her t 
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Jordan Mechner talks us through the development of Prince Of Persia 


oved the fist ten minutes of Raiders 
U1 sst tk Thad orang 

jumping action where you feel ike the 
hero isin great danger and escapes by the skin of his 
teeth was what | wanted to recreate, | wanted to bring 
that excitement to gaming, tothe Apple Il platform. twas 
machine | was really geting to grips with and t was the 
‘most natural thing for me~ a8 an amateur animator, lm 
fan and gamer ~to try to do 


es 


Rotoscoping was a technique | ist used in Karateka 
and i's basially something animators have been doing 
since the very early days of film. For Prince Of Persia, 
{videotaped my brother running, jumping, and doing 
lots of other things then went through a process to 
select frames and transfer them in silhouette tothe 
‘computer. The hard part then, as now, was to integrate 
‘the animations into the game in a way that struck the 
right balance between responsive controls, and fuld 
animations that lok good visually. 


The Prince Of Persia story came out of a desire to find 2 
distinctive eeting that wasnt already familiar from other 
‘games. A lt of games had ec-f or medieval, sword 
and-rorcery settings, but the Arabian Nights theme 
hadn't been done in longtime ~ this was a few years 
before Disney's Aladdin, And twas a good fi for the 
kindof character | wanted to create your basie plucky 
underdog who's totally outnumbered and outgunned 


| wanted to gt that back-and-forth, classic Hollywood 
‘word fighting feel, where the blades clash high and low 
Ina kindof balletc rhythm. The model was the climactic 


Sight, in the 1938 film version of Robin Hood, between 
Errol Flynn and Basil Rathbone. If you play the DVD in 
freeze-frame, you can spot the animation frames | used 
for Prince Of Persia, 


Part of my original plan for Prince Of Persia was to 
include the level editor onthe dick, so players could 
«create their own Prince Of Persia levels, | spent months 
creating a full-featured level editor - but inthe end, the 
only person whe got te enjoy using it was me. 


| think what surpriced £0 many was the fact thatthe 
‘Apple I at the time was an old platform. By the time I'd 
finished Prince Of Persia in 1989, the computer was more 
than ten years old felt atthe time ~ and | stil fel thie 
‘now ~ thatthe frst Prince Of Persia definitely moved up 
and even surpassed the hopes that had fr the game 
in the beginning, when Ifrst conceived of tin 1985, But 
at the same time I was realy starting to see other games 
and other platforms that could ga beyond it, technically, 
in terms of whatit was capable of, sin that sense | felt 
ike twas kind of trying to keep up with the market that 
was evolving even as | was programming the game. 


W's thanks tothe various ports that Prince Of Persia is 
til remembered today. A few years later, the PC port 
was done by an internal Braderbund team with Lance 
Groody as programmer, and it tok fll advantage of 
What the PC could do including VGA graphies, sound 
and music, Te Mac version went further, with diferent 
versions of the graphics for every type of Mac screen 
‘The original version did't sll many copies, because 
‘the Apple ll wat 3 dead platform by the time the game 
released in 1989 


Julian Rignall 


apanese console manufacturers 
didn’t have an easy time of 
breaking into the European gaming 
market - but then, it can't be said 
that they put much effort into it, 
Unlike in North America, where Nintendo and 
‘Sega had dedicated operations, the NES and 
Master System were introduced into European 
territories by third-party distributors in 1987. 
‘The consoles occupied an awkward middle 
ground in the gaming market. The hardware was 
more capable than the 8-bit home micros, and 
competitively priced, but software was slow to 
arrive and cost as much as full-price gamas for 
the 16-bit computers. 
‘So when the May 1988 issue Computer 
& Video Games featured a report on a tiny. 
Japanese wonder-console capable of sublime 
arcade-perfect games, you'd have been forgiven 
for being sceptical - especially given that the 
author of the ‘Mean Machines’ column had a 
penchant for enthusiastic hyperbole, “Forget 
Nintendo and Saga, they are not even a spit in 
the ocean in terms of power and gameplay,” 
Tony Takoushi gushed in his two-page feature 
introducing this technical marvel. “I have used all 
the superlatives in the past and yet none of them 
begin to be adequate when you come up against. 
the most powerful console in the world.” It’s often 
said that if something sounds too gaod to be 
true, then it usually is. However, hype will always 
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beat scepticism when gamers are concerned, 
and the seed was planted in the minds of British 
gamers - the PC Engine was something to watch. 

Designed by Hudson Soft and manufactured 
by electronics giant NEC, the PC Engine actually 
lived up to the claims made about it. Roughly the 
size of three CD cases stacked atop one another, 
the machine could display sprites that were larger 
and more colourful than the other consoles, and 
it could display more of them. With six audio 
channels it delivered richer sound than the Sega 
and Nintendo machines, and the games came on 
thin cards. However, with no UK model available, 
players had to take Tony's word for it— and with 
that in mind, we wondered how he first came to 
witness the machine. 

“I used to get games and consoles direct 
from Japan and the USA and review them for 
UK magazines in the early days when few (if 
any} others did so. It was expensive with phone 
calls and shipping but very exciting times,” says. 
Tony, remembering his writing days. "I saw the 
PC Engine in a Japanese magazine while | was 
‘working for Virgin Mastertronic and mentioned it 
to Frank Herman, one of the directors, who was 
about to go to Japan on business. He returned 
with one and a few games an RPG, Drunken 
Master and a Namco platformer. Wow!” Despite 
the fact that the console was impossible to 
obtain in the UK, Tony continued to cover the PC 
Engine in his Mean Machines sections. “! was 
very lucky the editor Tim Metcalfe was awesome 
and understood the excitement and impact of 
these reviews, and letting people know what was 
coming (hopefully) to our shores.” 

‘The decision to run with the coverage despite 
the machine's lack of an official presence in the UK 
proved to be the right move. "The response was 
insane, everyone wanted to get it but NEC had no 
plans to release in the UK, they were looking to a 
US launch was best | heard, CVG got inundated 
with mail asking for more info and reviews,” 
remembers Tony. However, not everybody 
‘welcomed the attention that the console was. 
gathering. “I decided to call NEC and see if they 
‘were going to release/confirm arrival of the 
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PCE in Europe eventually got through tothe 
reielarkostesret NEGIIELtos Wie sees) 
“Pots 5 Morten mein 
thinking about piting a contract out on you for 
tha heat youve caveed sl” 

Lite the publi, members ofthe press quickly 
started paying attention to the row machine 
based on the coverage It recaved in VG. Tho 
GGarnos Mactire fereifed s FCEnaine cover 
Peo ieee ecto ase rece ected 
feces eh mieten 
Ace see peasiiocome tere aieiine 
siston far totes ragechnn We 
tected bt ever the dadleated 2X Spectrum 
aa agzcine Grash would find esl giving the PC 
ot Engine a few pages before the Eighties were over. 


A ‘The console was simply too exciting to ignore. _ being editor of a Commodore 64 magazine, 

‘oh i Zzap!64 editor Julian ‘Jaz’ Rignall was also ‘was starting to be drawn away from the home 
paying attention, * first heard about the PC computers, “At the time | was seriously getting 

= I Engine in early 1988 through Computer & Video into consoles | had both an NES and a Master 

Games magazine's original Mean Machines System — and this new-generation machine 
column, which was written by freelancer Tony sounded very promising indeed.” 
Takoushi. He was very enthusiastic about the Julian moved to CVG during 1988, and by the 
system and its handful of games, and my end of the year he was a key part of the Mean 
interestwas wel and truly piqued by his hype.” Machines column and with that move came his 


remembers the veteran journalist, who despite _first chance to actually check out the PC Engine. 
“| persuaded CVG editor Eugene Lacey to let me 
expense a PC Engine for the office, and a week or 
two later it arrived.” The experience wasn't quite 
what Julian had expected, however. “I was really 
excited, but unfortunately it came with just two 
games: Shanghai and Kato-Chan Ken-Chan. 
While the latter was quite amusing for its crude 
sense of humour, neither game blew me away. 
‘They were just okay.” 


‘©. what was it that turned this 
‘opinion around? “A couple of weeks 
later we got hold of R-Type, and that 
‘was absolutely sensational,” Julian 
explains. “I loved the coin-op, so 

‘getting the chance to play what felt ike a carbon 

copy at horne was quite the revelation. That game 

really showcased the PC Engine’s potential, and 
immediately made me a huge fan of the system, 

(Over the following months more really high- 

quality games were released, including Galaga 

‘88, Legendary Axe, Alien Crush, Space Harrier and 

Dragon Spirit. All helped make the PC Engine — in 

my eyes at least ~the single most desirable games. 

machine of the period.” 
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Tony Takoushi 


As well as delivering a selection of unmatched 
arcade conversions, the PC Engine was breaking 
new ground with the introduction of CD-ROM 
technology. This was by no means cheap, but 
for your trouble you were able to play the best 
home conversion of the popular Capcom arcade 
game Street Fighter. Bikkuriman Daijikai was 

less accessible to non-Japanese audiences, 

but the heaps of speech and CD audio showed 
the possibilities of this high-capacity storage 
‘medium. In introducing this system, CVG also 
made a famous comparison. “I thought that 

it might be a good idea to show how small it 
‘was by including something in the shot that 
everybody could relate to. Fortunately, Id just 
been across the road to Arkwrights, the local 
comer store, to buy some afternoon snacks, 

and just happened to have a packet of Skips at 
hand,” remembers Julian. “We'd said numerous 
times that the PC Engine was diminutive, but 
that picture really helped readers understand 
just how truly tiny it was.” Indeed, it captured the 
imagination of readers to the point that our own 
Editor Darran Jones still describes the console as 
being as big as a packet of crisps. 

By this point, players had received about 
year of PC Engine coverage and had their wallets 
primed and ready. “Judging by the mail we 
received, it seemed that many of CVG’s readers 
‘wore very excited about the PC Engine - which 
wasn't particularly surprising considering how 
incredibly enthusiastic we were when we wrote 
about the console and its games,” says Julian. 


“Most people wanted to know when it was going 
to be officially launched, how much it'd cost, and 
what games would be released in the UK." The 
only problem was NEC— the company was silent 
(on all of those matters, 

What happened next was unprecedanted 
in the videogaming market at the time. With a 
clear demand for PC Engine products and no 
official supply of them, entrepreneurial types 
began to import the machines directly from 
Japan to sell on in their own regions, Magazines 
were suddenly stuffed with adverts for import 
game retailers, eager to sell you this previously 
elusive console. Importing presented some new 
considerations for players, who had to know if 
they needed a SCART or PAL machine, as well 
as get an appropriate step-down converter for 


‘10V power. However, aven factoring in the price 
premium associated with importing, a PC Engine 
‘would cost you £200 or so-less then an Atari ST, 
and about half the price of an Amiga 500, This 
‘wasr't just limited to the UK market, either. The 
‘most sophisticated PC Engine import operation of 
the time seems to have been the French company 
Sodipeng (Société De Distribution De La PC 
Engine), a subsidiary of accossory manufacturer 
Guillemot International which sold imported 
consoles with unique French instructions and 
packaging, and even warranty support. 
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Paul Weller 


‘One of the customers funneled into the 
PC Engine market by the press and importers 
‘was Paul Weller, who today runs the PC Engine 
Software Bible at pengine.co.uk, one of the best 
online resources for fans of the system. “It was 
the first machine that truly felt lke the arcade 
exparience, Previously | had a Sega Master 
System and while it was great, the limitations 
were obvious. But the PC Engine ran fast and 
‘smooth with loads of sprites and amazing sound. 
twas a turning point in consoles for me,” Paul 
reflects. “The physical design of the machine was 
also highly appealing, and because the games 
‘were all imports it added an exotic air to them.” 


he import market didn't go 
unnoticed. Within a few months, 
NEC would take out advertising 
‘that warned users about imported 
PC Engine consoles -they were 
likely modified without NEC’s consent and the 
‘company wouldn't offer warranty support or 
repairs for them. Its intent as a deterrent against 
import purchases was obvious, but went 
largely unheaded by players. As far as the 
public was concerned, the PC Engine was 
available and NEC's endorsement was 
no big deal ~ afterall, the company still 
hadn't come forward with any release 
plans to make waiting worthwhile. 
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Ironically, the reason that the warnings 
were being placed was because those 
official plans did exist- NEC was just 
keeping quiet about them, since North 
‘America was going to be tackled 
first. The decision makes some 
sense, since Nintendo had already 
established videogame consoles as a hot 
product in the region, and the European market's 
various languages and customs present additional 
challenges. It ultimately turned out to be a bad 
mave, squandering a market primed and ready for 
the system for the potential to make even more 
‘money. The PC Engine was released in North 
‘America in late 1889, redesigned and rebranded 
as the Turbografx-16, and an initial batch of PAL 
units simply called Turbografx made it as far as 
‘manufacturing. However, the system bombed with 
the American audience and NEC lost confidence 
in the system's European prospects, quietly 
pulling the plug on its unannounced release and 
offloading its stock to Telegames. 

‘The system's failure to launch in Europe 
resulted in a decline in coverage for the system. 
“It was a real disappointment when we realised 
the machine wasn't ever going to officially hit UK 
shores, but by that time the Mega Drive and Super 
Famicom had arrived and were beginning to take 
Up the lion's share of our focus,” remembers 
Julian, “It's not that | lost interest in the PC Engine 
per se —I've always loved the machine - but, 


there was just a lot more 
‘excitement surrounding the 

‘Super Famicom and Mega Drive as we 

headed into the Nineties. CVG’s readers also 
‘seamed to be far more interested in hearing about 
Nintendo and Sega's new machines because 

they knew that it was only a matter of time before 
they were officially launched in the UK." When 
Mean Machines launched in October of 1980, the 
‘Amstrad GX4000 took the PC Engine’s cover spot 
because while it was unproven, its official release 
meant that it actually had a chance of attracting 
some advertising, 


‘s an import console, game prices 
‘would always be high, as Paul 
remembers: “It did mean Id have 
to be quite particular and careful 
about what | spent my money on. 

But luckily | think my core collection from back 

then was very solid.” As mainstream coverage of 

the PC Engine in the UK press went into decline, 
players would eventually have to look elsewhere 
for information. “I'd regularly read (ie. look at the 
pictures) the Japanese magazines as well to get 

the lowdown on the latest titles,” notes Paul. “I 

was also lucky enough to have a couple of friends 

who would have the resources to buy a lot more 
games than | did, so there was always a chance 
for me to experience a range of new titles that | 
couldn't afford.” 

While the lack of an official release did present 
some unusual obstacles, the import-only nature 
of the machine only added to the appeal for those 
players that had already bought in. I actually 
love that we didn’t have an official release 
because we got all the titles in their purest forms 
without censorship or having to put up with tacky 
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iame changes and bad cover art” says Paul. “I 
‘was really into the manga/anime style back then 
—itwas something fresh and new and hard to 
get hold of in the UK at the time, so I tended to 
gravitate towards anything with that kind of art 
on it. Schbibin Man was one of my early pickups, 
as well as City Hunter as | was a pretty big fan of 
the comic.” 

‘As we moved into the Nineties, the nature of 
the PC Engine market changed considerably ~ but 
with coverage now the domain of fanzines like 
Electric Brain, UK players won't have noticed 
Unless they were already invested. The 
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emergence of the Super CD-ROM? format in 
1991 sent HuCard releases into decline, as the 
CD format allowed NEC some advantages over 
the explosively popular Super Famicom, but 
Paul was still along for the ride. “The PC Engine 
was always designed to have the CD add-on, 
and as such it felt ike a natural progression of 
the machine, unlike the Mega-CD,” he notes. “I 
‘was lucky enough to buy a CD unit from a friend 
(after playing tities ike Monster Lair and Ys just 
had to have one) so was building up a good 
library of both CD and HuCard games, but mostly 
focussing on the CDs.” 

‘While some great arcade conversions were 
released on disc including Pomping World 
(better known as Pang) and Gradius ll the high 
capacity of CDs was more commonly used for 


digital comics, RPGs and adventure games with 
lavish animation and lots of speech. "CD-based 
games opened up a whole new world which 
was truly exciting to be a part of. We now had 
stunning anime-style visual scenes, amazing 
music and the storage capability that allowed 
for some incredible games,” says Paul, and 
there's no denying the quality of what's out 
there. Original games like Gate Of Thunder and 
Winds Of Thunder, the Cosmic Fantasy games 
and Castlevania: Rando Of Blood were simply 
fantastic, and the CD-ROM system attracted more 
RPG conversions such as Might & Magic Ill and 
Dungeon Master, It's hard to disgree when Paul 
says “To me, a PC Engine without a CD unit is 
only half a machine.” 

Still, one last play for the arcade lover's cash 
was made in the form of 1994's Arcade Card, 
CD-ROM add-on which gave the PC Engine 
an additional two megabytes of RAM —a 
preposterous amount by the standards of the 
day, more suited to next-generation 
machines. While it did allow the system 
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Julian Rignall 


to host the best conversions of Neo-Geo games, 
it didn’t revitalise the system like the advent of 
Super CD-ROM? did ~ just 11 dedicated Arcade 
CD-ROM? games came out. 


aul is still heavily involved in the 
PC Engine scene - as well as 
his website, he has worked on 
homebrew games, fanzines and 
much more. For him, flying the PC 
Engine flag is a labour of love. “Retro gaming is 
big these days, but most of the chat is Nintendo 
this or Sega that. The PC Engine is a bit of an 
underdog and it's nice to supply information that 
allows people that are new to the machine to 
discover how great it really is,” he explains. “The 
PC Engine isn’t my only beloved system, but i's 
the one that needs more appreciation.” 

‘Those who were lucky enough to experience it 
at the time need no convincing of the PC Engine’s 
quality, of course. Tony still remembers being 
drawn to “the speed, colour, size and accuracy of 
the conversions coupled with the tiny size of the 
console itself," and has a list of favourite games 
a mile long, including Gunhed ("For all the men 
‘among you who could take the bullet heat!"), 
Monster Lair (“Awesome music track, one of the 


best ever") and SonSon I 
“| took it down to Jeff Minter 
and we literally holed up for 
two days playing this game 
between us and chowed down, 


cone of my best memories from ‘ ‘ ‘ Fi 
= Pi =e 
that time!” Cm EE me fim Tt 
“Ihave very fond memories _ - an vaeee = 
playing the early PC Engine 


arcade conversions like 
Galaga ‘88, Dragon Spirit, and R-Type | and 
R-Type Il. | also spent a lot of my time mastering 
the two pinball games, Alien Crush and Devil 
Crash - both of which are superb,” Julian 
says enthusiastically. “Then there's Vigilante, 
Splatterhouse, Pac-Land and Side Arms. Ohi 
And I can't forget Legendary Axe too: a classic 
platformer that features some fantastic music 
it seems strange to talk about the legacy of a 
console in a market which never officially had it, 
but the PC Engine actually seems to have created 
a legacy by virtue of its non-release. Can the PC 
Engine be credited with the rise of import gaming 
in the UK? “I think yes, that would be fair to say, 
the PC Engine started it all, then it continued with 
‘Mega Drive and SNES and more esoteric systems 
like the X€8000 from Sharp,” says Tony. “I think 


IMPORT ICON == 


the PC Engine was instrumental in kicking off 
the UK import game market ~ buoyed in part by 
the journalistic hype from magazines like CVG," 
agrees Julian. “If you look at early grey import 
advertisements in magazines of the period, they 
‘were very much focused on the PC Engine. If you 
had money and were a hardcore gamer, the PC 
Engine was the coolest system you could own.” 
Ultimately, that’s what drove players to the 
system - we're always searching for the latest 
and greatest ways to experience our games, 
and it doesn’t matter how we get them, The PC 
Engine was the turning point at which consoles 
overtook computers as the most exciting 
hardware to play games on, and neither a foreign 
language nor high costs would deter some of us 
from having it. 
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“Who was your first Pokémon?” we asked, and this is what you said.. 


We're surprised ths eafy litle dude didn't 
fare better, if we're honest it can make 
short work ofthe fist two Gyms and ite 
unique split typing gave ita strong set of 

options in bate It leo evolves quickest of 
the three starters, reaching its blooming 

awesome final stage at Level 32 rather than 
Level 36, although its reliance on status 
moves may put off those wha just want to 
bang their heads against opponents 


White we're not entirely surprised that He Who 
(ARYA ‘Would &e Charizard came out on top in our pal 
picking the Fre type as your starter is actually 

the hardest option as i's weak to both Rock and 

“ Water, the types used by Brock and Misty inthe 


Firat two Gyms. Stil, with the highest attack 

power ofthe thre, i's hard to argue thatthe 

Charmander line isn't a powerhouse once you 
overcome that frst hurdle 


Water types have something of a history of being 
‘strong defensive options in Pokémon games and 
Blastoise ~ Squrtle's final evolution ~ also fits 
into this eategory. As such, i's not always easy to 
make headway (plus you're tke to tal t Misty 
unless you've bagged yourself a Pikachu in Viridian 
Forest), but Squirtle’ depietion in the anime was 
aye going to make i fan favourite 


‘ae &) Ses 
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Quinty, or Mendel Palace as you might know it, was 
a simple action-puzzle game released for the NES in 
1989, its completion heralding the start of something 
rmuch bigger, much more ambitious n scale, something 
that we know today as Pokémon. The vision started 
cout small originaly targeting @ cre ntof 
‘around 50 monstars but with that number growing 
steadily as new ideas wore hatched and improved 
hardware and coding techniques emerged around 
‘them. In fact, sounds as though the team always 

had more ideas than would be possible to ft into the 
memory capacity of a Game Bay cartridge. “From the 
inception ofthe idea to the completion of Red & Blue 
took a total of about six years, 0 along time!” smiles 
current producer Junichi Masud, whose involvement 
‘on eatirtites was mainly in coding and penning the 
usc of the orignal games, later taking on lrectoial 
‘and produetion duties on every mainine rleaso, “We 
started by creating loads of afferent Pokémon designs, 
than we reducad that down tothe fayourte 160. That 
took ot of effort, After that, once we were happy 
‘with our designs, we started working on the moves: 
they could each use. This process probably accounted. 
for around three of those six years, IL was quite the 
task! There wasnt an inital plan of which Pokémon 
‘would get which moves — we designed the Pokémon 
then designad the moves, than decided which would 
‘it well together as a gradual process: 

Masuda goes on to confirm cur suspicions that the 
‘team was dreaming far bigger than what a carrdge 
could accommodate, but it wasn't just a question of 
storage - it was a case of the ideas being beyond the 
realms of what the Game Boy hardware could do. 

‘it was dificult. The thing we wanted to focus on at 
the start was communication and tracing but it was 
difficult to do that as we could only transfer small 
amounts of data botweon two consoles,” he expiains 

‘Communication itself was a big challenge - the 
‘technology just wasn't there but we realy wanted to do 
i, 30 we fought to get itn there. That was an overiding 
theme ~ it wes a fight against capacity, a fight against 
‘what we couid fit nto the cartridge. We had designed 
these 150-odd Pokémon to get in as well But then we 
had the problem of movement, so we came up with the 
idea ofthe map tiles being the things that moved wile 


The thing we 
wanted to focus 
on at the start was 


communication 3 Ee 


‘we found ways to squeeze as m 
could | tke the Game Boy as @ 
work with all these chaleniges and make 

anyone could get into and enjoy was dificult” 


5 car in mind that weit stil talking about the 
) orcinal Japanese releases of Red & Green 
at this pont -locaisaton hach't even boon 
WY considered, and the stuci ran into some 
BP serious issues when tasked with preparing 
the game for release outside of Japan. “Onignaly, it 
wes kind of based on how people feel about and view 
different cotous, The clearest spit for us was between 
red and green but when we started thinking about 
abroad, was clear that wasn't the case In America 
in parteuar, t's reo and blue that are considered 
‘opposites you wil” Masuda reveals, athough there 
‘were somewhat more pressing issues standing in the 
‘way of talang the game abroad, which is what led to 
two andie-haf years between Japanese 
inch, not to mention another year 10 
"With the capacity problems mentioned 
that we found is that Engish takes 
@ cart than Japanese. We had no 
30 ful on that cartridge and here 
ca toimplement Engish a the te we 
‘created ft So we had a lot of memory prabierns 1 sole 
ofan ta ach Peron names and even the 
name entry screen, which was al designed in Japanese, 
To change that o accommodate Englsh was realy 
difficult and someting we hadn't considered when first 
designing the game. We realy had to spend alot of 
tie working on al ofthis” 


Pokémon | theme singer Jason Paige on his cot 
to the series’ success 


How did you come to land the gig performing 
the original Pokémon theme? 
Iwas one of 100 sessions a year that didfor 
various clients had worked for thie music 
house before and as aivays sang my face off for 
the demo session, Soon after, we recorded afew 
changes that eventualy were approved forthe 
show, Shortly after the success of the TV show, 
the album 28.4 Mosterwas recorded when the 
fullversion of the there song appeared, along 
with Virion Cy. 


Was everything set in stone when you came 
to record it, or were you able to add any 
personal lourishes? 

Every session involves a collaboration between 
singer and producers, writers and the client 

to find the best delivery. nthe session | sang 
rattle versions ofthe in ‘gota catch erm al 
with many melodies, giving them a variety of 
oices. ried outin the bridge and augmented 
‘some lines to amplify emotion. Though Iaicnt 
get credit asa writer, [believe everyone inthe 
room is responsible forthe product 


Were you aware of the brand atthe time, or 
siven any source material to gt a feel fort? 
Iwas aware ofthe brand through some news 
atl, And we had examples ofthe Japanese 
‘TV show to wateh and catch the vibe 


Every session is arall ofthe dice hoping that 
the effort results inthe most happiness for the 
most people Often there are other indicators ike 
celebrity involvement, big producers, writes, 
networks that promise to make a product big 
andit doesnt go anywhere. ve learned 

tobe in the moment serve the 

‘creative task at hand and move onto 

the rext one, Water the seed and wait 

forthe fruts to appear. And they're 

stillcoming off ofthese seeds planted 18 

years ago. 


‘Would you describe yourselt of a fan of 
Pokéman? Do you play/enjoy the games, and 
indeed videogames in general? 

Iwas an arcade kid playing all ofthe old-school 
games. Space invaders, Missle Command 
Donkey Kong, "bert, Night Driver And at home, 
had Atari, Intlivsion and Coleco games and 
now lam a Pokémon Go player and fan far 
surpasses my childhood arcade games. Its 
raltipe choices and outcomes are way more 
eitng than the single path games of my youth 
‘There areno right answers othow tbe the very 


ntribution 


best. Each individual has a unique path tobe that 
‘master. st as each Pokémon has a unique path 
to ts most eveved state 


How do you feel the theme sits among the 
rest of your portfolio? 

I's right at home with the Lego Mana there 
ong that I wrote mid-Ninelies and other popular 
Jingles tke the Pepto Bismol Nousea Heartburn 
Indigestion anther, Subway'sEot Fresh, 
Mountain Dew's Bohemian Rhapsody and others 
are right inline with it. And with the adition of 
therew Pokémon theme song availabe at 
PokémonGetheme.com ~the perfect companion 
for the next generation of players and Pokémon 
lovers also do magic and balloon sculpture so 
kids have many reasons to love me. Pokémon 
‘makes people happy and helps them expand 
their imaginations. have aporfoli of work 
that seeks to enhance the imagination as well 
through sharing my unique truth and vole. 


Finally, anything you'd tke to add about your 
Involvement with Pokémon? 
believe Pokémen tobe a game that 
‘enables critical thinking as people 
‘are challenged to develop unique 
strategies excel that they then 
can share with other players. These 
lessons easily transfer other own, 
lives. As new technologies Uke AR ate 
integrated, the game and brand will adapt for 
‘even greater adventures. |an' wait to see what 
future teemalogies ae added, And the updates 
should make t more exciting as wall, adaing 
‘more functionality and iniracivty between 
players, i'll so incredible on a physical evel 
35: demands movement not just through 
neighbourhoods but through entire regions. l's 
also made quite an impact on childrens’ health, 
getting them out into the world, nereasing 
learning fer kids with autism and adding much 
social value surrounding is explosion, 
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Each new game oF ‘ 
brought with it signi 
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GENERATION | 
RED/GREEN/BLUE 1990) & 4 
YELLOW. 

ckémon Was eeasedin Japan forte fat men 1996 
and proved immensely popular Despite the games’ protracted 
development, there were stil several major bugs and gitehes, 
‘many of which ae ironed out with third Ble version ary 
laterin the year This would also update vials and audio, 
the ternational release as Red lve 
fed ale 
the aime 


er, the game 


Line withthe lo, events and sty 


[romocrenal 


vce 
tebe scaees 


ion i él ies has 
reneration in the Pokémon seri 
icant changes and improvements 


GENERATION II 
GOLD/SILVER 0999) § 


wld Rave been e3ay to do, btinstead 

Freak iterated on everything that made th fst game stand at, 
ak and Stel in an attempt 

torebalance existing ones, while the sito real-time 3 


Twonew types were introduced 


alabty was incredible, 
with variant colours,pre= 
tions of eitng creatures held items for use durng bate, 
genders and brees ginal Special stat 
stack and defence values inline wth physi 


a well zplting the 


‘Some of this could be seen in the game at the 
time, with character imits on menu terms, character, 
creature and item names and even a few attacks. 
Space, both on the soraen and on tha cart tse, 
was at a premium, henoe these unusually, 
short chunks of text, as seen elsewhere in 
the game actualy, 2s Masuda highlights 
"™Analher example is the Pokédex. In the 
‘original Japanese versions, you just had 
‘one screen and everything was displayed 
there whereas in the US 

versions, it had to 
wo sereens with the names and detals 
of the Pokémon, Doing all these great 
changes took along time, so that was what contributed 
0 the delay. We never expected things to be so popular 
seroad, ether — we had no idee this would be such a 
phenomenon so that was realy amazing. But yes, i 

100k a long lime to make all te changes needed to get 
‘he game inte differant markers. 


> 


ftor al this extra work, Red & Blue released in 
DY the US towards the end of 1998. Wath the 
snime, the trading card game and more 
1oyS games and other assorted tat wit 
12 Pokémon logo slapped on it releasing alongside 
it the buzz was huge and with no European leur 
dale 50 much as hinted at by Nintendo atthe time, 
Ic-be Trainers would have to go out of the way 
fo grab imps fe game 
stores even imported these in bul to sell through at 


copies of the game ~ some 


GENERATION Ill 

RUBY/SAPPHIRE (2002, EMERALD 0000) 

FIRERED/LEAFGREE! 

Tas gen broughtin mar 

same Abilis ade passive tat 

atered 

‘ercountrs, plus Contests gave ano-batl aspect for pacts 
each Pokémon’ potentatw 

talelated, marking he shit to the 

mero a rel oc 


to eachPokdmon, Natures 
ats and Double Bates allowed for two-ontwo 


Irae saw 

tem stl used oth 

with the cal 

ght he erga 
plexrew 


4 rine has 
brought back Pokémon fom Amt, where he had 
sone on hoki” cals Jon Meme, webmaster 
fansto Serebret— resource many 
for wel over a decade. “k hat been 
x leased here, though the anime wes 
fanning on Sky and so when he showed 


the game, | was intigued, watched the 
anime and pestered my mother to import 
the ge 

Surrounded as it was ly @ hype mach 


‘on a peeriess scale, you might think that 
this wasn't a matter of quafty —for those who 
weren't fans, the choppy, at animation of 
TV show and hoards of cheap collectile junk certainly 
could have suggested as much, atleast. Desp 
seemingly low prod 
was entertaining init 
with its colour 


on values, the anime ser 
own way, luring 
haracters and easy-to-follow stores, 
but the games have always been superb. “| think the 
quality had to be there," muses Merrick. "Without it 
people woulkin't have fet encouraged to lay the game. 
While Red & Biue were a bt buggy, they had a solid 
foundation, and were complete fun to play causing a 
people the factor of the 
anime and cards also hed a huge impact to 
‘of Pokémon, Many people dic’ play the games and 
just focused on the cartoon or the cards, but ke th 
‘games, the quality defintely had to be there fort to 
take off” 


GENERATION IV 

DIAMOND/PEARL (2006), PLATINUM (08) 
HEARTGOLD/SOULSILVER (2009) 

{The major change ushered inby ths generation was he 
Physiealispecial pit where move power woud be goveredby 
‘the Atack or Special Atak stat on case-by-case basis. The 
jump t DS hardware als allowed for ater improvements such 
35 3D environments and contextual use ofthe tuhsereen not 
{omenton true onine functionality fr the frst ime. Pinu 
erated upon this further, while remakes Hearteld and SoulSiver 
‘brought he second. generation games up ta date with allthe new 
features ofthe current mainine games. 


But ake of it sure as hell i, the mulienbedt 
approach meaning thet there was always something 
going on inthe world of Pokémon — game development 
‘may be time-consuming but when you've got new TV 
episodes cropping, srading card sets beng released, 

toy nes coming out and Arcous knows what else 
helping to fil the gaps between the mainine videogame 
releases, i's easy to maintan a high-profile media 
presence. "We do have various staf involved in 


diferent tings and we abveys tuk about these when 
developing a game,” confims Masuda, “We realy want 
to Fink about how we can develop beyond the game 
and se het Forte card game 
inpart got Creatures Inc. werking on the 
‘game itself and we dscuss with them how best we can 
expand a there and how the new Pokémon 


\we'e creating might fin with ther plans." He goes on 
‘0 explain the iffy in such coordination between 
multiple teams and companies, especialy when game 
release dates can'tbe easily altered. "As we develoo 
the game, we get the TV, TCG and animation teams 

in to play itso that they have a beter idea of what 

the world, the characters and the Pokémon are lke 
adds Sugimoni “We're al cating the charactors andl 


It took a long time to make all the changes 
needed to get the game into different markets | 


| GENERATION V 


BLACKIWHITE 2010) 
BLACK 2AWHITE 2 (201 

1m Quality oflfe was order ofthe day her, and wee thanulfor 
ittoday. Prmary alterations included the removal of usage caps 
‘onTMs, a reform Bite Four structure andnot having te worry 
shout the efects of status conditions such as Poison ouside of 


| batt, while new bate modes tke Tple and Rotation Bates 


broughtin even mare new ways olay. Onine play was also 


| improved and Global Link for trade andbtlerealy added to 


the package. I's the only generation where weve seen direct 
numbered sequels, too 


the settings logether so thal they're consistent across 
movies, games and vading cards 


‘was to be expected, sequels to Red & Blue 

‘came thick and fast, but not before Game 
PY, Freak could escablsh something that would 

AD coon to become aimost raditiona or 
"Pokémon releases —a thed game to complement the 
ctginal pair of releases, orginally in the form of Yelow 
{or Special Pkachu Ealtion, to give its fl ite) which 
bridged the gaps between Red & Ble versions and 
was tweaked fo ti into the events and characters of 
the anime, Crystal, Emerald and Platinum a filed simiar 
‘oles in thor respective generations, although t stopped 
there ~ Black & White did't exact lend themselves 
to the naming conventions ofthis trend (honesty, who 
would buy Pokémon Grey?) and got direct sequels 
instead, while X and Y were long rumoured to get the 
ttlogy treatment with Z,athough al the stuff that has 
‘emerged thal follows legendary Pokémon Zygarde 
has instead found its way into the imminent severth- 
generation releases, Sun & Mon, 

Each game, wlvle stl rooted in the core structure 

sod in Red & Blue, has made grat stres in 


| ALPHA SAPPHIRE/OMEGA RUBY (201d) 


‘Another eap io more powerful hardware meant another big 
seta changes, with the death of four<rectonal moverent and 
the itrodueton of fll 30 envconments being ee! ameng them. 
[Anew ype—Fasy— was also added the fest singe the second 
generation. Greate visly on prevousy-idden stats and 
values was another ice quality ofifeimprovement, wile Mega 
Evolution updated exiting Pokémon wih new, more powertul 
versions during atl, something that was taken even furher in 
‘he third-generation rakes that flowed, 


4 owe 
f _w 


‘The Pokémon story isn't over 
just yet... 


Pokémon Sun & Moon was relessed in 
November 2016, and wasnt only iste 
tothe orginal Pokémon ames that stared 
the etre renee ses eel 
new novation. The game bly i away 
with eyme =a apa othe saree the 
Besioning~ replacing he ith puzele- 
‘based Trials, and some of the original 150 
Boston ave ben riage 
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ee myriad factors at work 
Raising the perfect lear eaters eed Ye be on top of all of them 
under 


Vs 

‘Short for Individual Values, these hidden state dictate the potential of 2 
Pokémon, While randomly generated on capture, these values ae alot 
‘ser to manipulate via breeding, with parent Pokémon passing ona set 
number ofthese values tits offspring, which canbe increased by having 
ane breeding partner held the Destiny Knot item. Chain breeding, while 
time-consuming, can therefore lead to hatchlings with perfect stats. 


Natures 
Wiile breeding for great Vs, youll also want to make sure you end 

‘up with a Nature that s beneficial tothe Pokéman in question without 
hurting its other stats too much, Alakazam, for instance, can hapily roll 
With a Modest nature as boosting Special Attack in exchange for a cut to 
its already-awful Attack. A 10 per cent buff toa beneficial statis huge and 
‘there's almost always another than can be sacrificed to get it, meaning 
‘the neutral Natures are rarely the way to 


EVs 

It's Effort Values ths time, refering tothe stat boosts granted by battling 
against different types of Pokimon. Every opponent defeated adds one or 
more points to a stat, with every four points granting a one-point boost to 
that stat at Level 100. This isn't infinite, mind ~ there's a eap at 510 points 
and 255 to any given stat, allowing for up to 83 points tobe added to stats 
of your choosing ora broader spread of smaller boosts 


Moves 

Wiile you might think attacks willbe the last thing to think about, that's 
not always the case. Certain moves can only be learned via breeding — 
and in some cases complex strings ofchain-breeding across multiple 
species — which can add yet another variable into the mix. For the most 
part, TMs and tutors canbe used to supplement ‘natural’ moves and get 
the perfect results, but there will be some instances where breeding for 
Egg Moves isthe oniy way to get the attacks you want. 


Abilities 

‘With each Pokémon having between ane and three passive Abiites, 
‘getting the right one is important, if not crucial depenging onthe 
creature in question. In some case the difference is negligible or there i 
only one option in the first place, and that makes life a ite easier. But 
for others, the optimal Ability isthe difference between competitive 
ibility and storage-box-filer 


Held Items 

Neary there now. One last thing to considers which item each Pokémon 
‘on your team should hol, These wil often te into existing strengthe and 
‘game plans, although many ofthe outliers also serve as viable options on 
the right Pokémon ~ switch n a Rocky Helmet Ferrothorn against a Mega 
Kangaskhan and you'l see what we mean, Cholee items, ironically, lock. 
you inte only the first move used while offering a bonus to Attack, Special 
‘Atrack or Speed but this requires a moveset tailored around it 


Team Balance 

‘Youll need more than one great Pokémon ifyou realy want tobe the best, 
ud and synergy is important. You need to ensure that as many weaknesses, 

are covered as possible, all major threats are checked with a counter and 
support Pokémon are on-hand to give 2 helping hand. Aim to pack one 
defensive and offensive Pokémon for special and physical attacks, leaving 
yeu two spots on the team to cover weakness and support. 
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GIF you added like 
300 or so new 
monsters, that’d just 
be too many 99 


Ken Sugimori 


> torms of improving qualty of life for players, whch 
can make it hard to go back to those older games after 
being spoled by so many minor improvements in more 
recent ones. “| laok back on them fond, for sue, but 
replaying them isa tricky proposition,” Merck tls us 
in eiscussion of returning to the orginal games today, 
‘So often when | go back to play them, so many of the 
‘modern conveniences init are just not there and make 
playing slog. For examplo, in Poktmon Red, Blue 
and Yelow, you had no idea what a move cid in-game 
Unless you had an external guide, Somatmes playing 
the ald games without the conveniences and features 
‘of modern games just causes me to think, ‘How did we 
play these games?’ Once | erase that from my mind, 
‘though, | can stil enjoy and play through them happily’ 


ven then, its not just these minor 
convenience tweaks, with each now 
{generation expanding the strategic aspoct 
of the game, not least with avery new 
generation bringing with it a whole new 
selection of Pokémon. “The reason why there are 
‘about 100 Pokémon added per game is not that we 
‘can't come up with the ideas, especialy when we have 
new staff - everyone can come up with unique ideas, 
‘Sugimor explains. "The number is set by the duration 
cf the project. Pls, if you added like 300 or so new 
‘monsters, that'd just be too many — we have to think of 
the balance of batties.” The same is tru af introducing 
ew types ino the mix, which is why anly three naw 
‘ones have been added tothe intial 15 since launch, 

‘By adding even one mote type, it defintely makes the 
‘gameplay more complicated so when we di that, we 
had to realy look into the battle balance,” Sugino tells 
Us, "With new moves, there's an infinite combination, 
If we can solve that problem, we can always add more 
types it's not impossible” 

Having been on board since the very beginning and 
bboan more attached tothe saris than most thanks to 


DOOBRIE wants 


Fight? 


nite ade Des 


PIKACHU 


used THUNDERSHOCK # 


‘well laced to discuss the significance ofthe 
anyone else you might care to mentor 

with the franchise in al its guises on 

much daiy basis, with a weekly wor 

that is prety staggering fora fan project. 

“Sometimes it's as litle as five hours, othors 

itis pretty much 185 hous,” he laughs, “it af 

depends on what is going on i the franchise, 

‘As time has gone on, not only have focused 

more on the qualty ofthe ste, but more stuf 
isheppening in Pokémon In past years, | would typically 
have slot of times where | had nothing to do; 2s |have 
a poicy of never skiobing more than cne calendar day 
ina row on the news updates, it got ticky toa point of 
having to contve reasons to update, Now, though, | 
rary have this issue. In 2015, | updated on 331 ofthe 
365 days, and onthe other days | wes typeally working 
on something eis.” 


Us to hear the blinkered views of those who 
jon of the franchise on the colourful 
a i frankly ropey cartoon that 
vast young enough to be 
pefore the franchise had even had a 


sompiex RPG series made. "People 
okémon isa game for chiran but | belove 

that's a misundersiancing” says Sugimor, and were 
incined to agree —look beyond the presentation 
sound it, peer deeper int its near-bottomless 
strategic complexities and you'll find an RPG deserving 
of fr more respect and erect than itoften gets. But 
while some can be harder to convinge of the series’ 
merits, those who ae comfortably on the Pokémon 
Express make up an expansive player bases that spans 


“every age group and demographic imaginable, 

‘as you probably saw recentiy wien Pokémon Go 
brought fans of al ages out of the woodwork in search 
of virtual creatures in the real world. "The community 
is by far my favourite thing about Pokémon” Merrick 
tals us. “Aside from a few elements within iis one 
ofthe friendliest communities around, People go out 
of their way to help others to find Pokémon, The game 
by design, has mandated to yet people together to 
battie and trade, and it has continued to do that. There 
are people alve today because their parents met due 
to Pokémon and that is utterly incredible to me. 

“its impact backin the Nineties was phenomenal” 
he closes. "It was everywhere and everyone was: 
paying, |honestly never thought we'd see any sing 
lke that again. Then, Go happened and once again, 
Pokémon was everywhere, Whether or not we'l see 
‘an equal ofthat again? I's hard to say. The industry 
is far more vote these days than t was back in the 
[Ninets, and far more saturated, Yo-kai Watch, white 
huge fora few years in Japan, has diminished and, just 
hasn't taken off over here. [am unsure we'l ever see 
2 series permeating so many facets of media at once 
and be a phenomenon ike Pokémon ever again.” 


‘Special thanks to Kalpesh Tailor and Emma Bunce 


‘of Nintendo for making this article possible. 
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> animation team on making oalstic 
‘we're making, 


Jeit’s experience with karate 
and akido was important, as what 

Yu Suzuki was trying to achieve 

was a relatively realistic simulation — 
dlespite his fondness far contemporary 
2D fighting games, he was never interested in 

including thoi more outlandish techniques, ke firoballs 
and telenotad na real martial art such as Quan 
Fahides many fascinating qualtis,” reasons Suzuki 

“I knew there wauld be camalcations in the pursuit of 
reaism here, and that it would be a challenge to express 
those hidden quai in that era of low-caler graphics, 
butas an actual marial art, Quan Fa held an undeniable 
romance for me | felt | had no choice but to take it on. 

\Was the kind of practical knowledge that Jeff had 
realy that important? "This was back before motion 
capture, s0 al motion was created by hand by our 
mation desgners. We ended uo with a lot of uvealistic 
, 7 motion created by designers who had no experience 
in martial arts," Suzuki exelains. His solution was 
Uunarthodax, but effective he required his staf 10 take 
martial arts classes themselves, “With some basic 
punching end kicking prectioe, we were able ta go into 
production with a team of people who grasped the 
mechanics invotved in that kind of motion” Jeff recaks 
the story with a chuckle, “I don‘ tink most ofthe guys 
‘were al that big on it!” 

Jef had the opposite problem —he was basicaly 
‘new to computers, with his only prir experience being 
8 brie bit of training in BASIC programming atthe US. 
Department Of Defense. "Once | got the job, | got a 
two-week crash course {ram one of the guys on the 
team on how to work with the models that they'd 
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VIRTUA RACING 
‘SYSTEM: ARCADE 
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&4We sat down and watched 
martial arts videos, we got up and 
filmed ourselves doing the moves 99 


Jef Buchanan 


build and the contra pints in Softimage to anim 
a character he explains, “After about two weeks 
(of messing around, in that second wok Id made 
an aitack anmation. They stuck it inthe game and it 
‘worked, and Yu-san was all happy. So was |=it was 
fice, ‘Okay, | can do this!’ From there, | was working 
withthe team on combinations, We sat down and 
‘watched martial arts videos, we got up and filmed 
‘ourselves doing the moves: 


‘5 you might imagine, animating a 
‘human body is a complex process, 
‘especially when done by hand, and 
Virtua Fighter's character models 
‘were highly detailed by the standards of the day — 
characters were made from 1,500 ~2,300 polygons, 
id could even move their fingers individually 
We had abasic ankle jin, a knee joint, the two hip 
points —both turing sideways and bending forward and 
back —another one halfway up the spine, two shoulder 
points, obow points the hands, plus a basic neck jon and 
‘another ene for moving the head,” Jaf recals, t was a 
‘word away from animating Vira Racing's car models. 
Even creating a single ounch or kick was quite alot of 
work. "Itwas kite bit ime consuming — some of the 
‘guys that were pretty good with the animation sof 
could doit within just afew hours,” Jeff recalls 
the more comoscated the move, especialy if you had 
the body rotate in any sort of way, it took them much 
longor to deal with it Of course, then there wore issues 
(of timing and refining things within the animation set 
forthe programmers, so thers was alt of rework” 
‘One type of move proved to be more cfficlt than any 
cote: throws. “Any of the combination motions, where 
2 character would grab and spin and throw or rol with 
‘another character, those were the ones that gave Us 
the hardest tme,” Jeff explains, I's no coincence that 
these are amongst the mast impressive and damaging 
‘moves, and also some of the tickiest to pul ft 
‘Animation wasn't the only complication caused by 
the use of human characters, “As opcosed to De 
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SY This fisherman's 
greatest 
‘opponents nota 


Thismanof alow fer bt 
PB) se rercan teeghemeie 


This rinjahas 


endurea a 
Bg escent ved a long Satan Shark, Inthe harsh fe nhis 

Ufeinthe woods last encounter, the fearsome teenage years, 
asa lumberack fish nearly kledJefry and his mother was 

nt pro wresting promoter destroyed his boat, He enters kidnapped and disappeared 


without trace, Some years 
later his vilage was 
destroyed andhis father 
assacsinated, Kage Maru 
enters the tournament, 
seeking vengeance, 


A peed to | spotted him during» scouting the tournament seeking prize 
Here are the key things YOUDE j|irp.vot quctyacneved moneys Dolls new box 


fame, going undefeated in the 


the 
know about all of t squared rele He enters the ting Style Pancraiurn 
1 World Fighting Tournan ‘Sinner nes Murda gales 
pete 


Birthplace Australia 


wee, eel Seeae 


pursues. Having achieved 
the distinction of winning the 
‘op prize a the worlds mast 
renowned competition for 
Chinese chefs, Lauishoping 
toprove his mastery nthe 
field of martal arts 


Oceupation Wresler 
Hobby Karacke 


Fighting Style Koen-ken 
Age 53 

Birthplace China 
Height 1é%em 

Weight 76kg 


Wile 


2 rvestigating the 


Surrounding her 


irother Jacks Daring v2 
This aetn movie racing crash, Saran vne spree 
fare knoun fo ‘captured andbrainwashed. iy ce 
erchangeaie Wibhermarialarte ils C5 eee 
Nene he now supplemented with er Following s inese marta 


art of bajquan, better known 
in Japan as haklyoku-ken, in 
order ta improve their sil. 

Theman who developed these 
techniques has passed them 

down ois zon and hei Akira, 
Who seeks t test hs traning 


erasninthe 1990 
PS i 500, Jacky 
BAB vs injures 
Be arctorcedto 
undergo a rehab pat of wich 
ineuded martial ats raining 
Hissar disappeared ust a= 
he dscovere that his crash 
wasro accident andhe enters 


that stays fed tring a aaecasn, shee 
‘her aidan for her father sent to the tournament with 
eae panes Cat ate the goal af killing her brother. 


fed from home a 16 ater her 
smothers death, disgusted that Fighting Style er Kine Do 


Lau’ ony eared for martial Age 20 

arts, Pa enters the tournament irthplace USA 

hoping to beat him. Height 168em 
Weight Sig 


Fighting Style Hakkyokurken 
Age 25 


“ad Birthplace tong pein : 
Sky dvi ighting Style Jeet Kune De Weight 764 
Height. t66_m yes ine moda) 
Occupation Action star shana 


Hobby Dancing Blood Type A 
ym IndyCar racer 


Training 


Characters that never made it to 
the tournament and other secrets 


A lot of concepts explored during the 
development of Virtue Fighter ended up going 
unused. This ent unusual, yet Virtua Fighter's 
‘Unused content ie well documented through 
prerelease images and footage, official media 
and leftover data inthe arcade game. For a 
start half of the main east was renamed during 
evelopment, Lau was known as both Lee and 
Tao a various stages, Kage-Maru was Yagyt, 
Akira’ surname changed from Ryurakite Yuki 
and Jefiry was formerly Wile Raber, 
acters alzo underwent design revisions 

‘The back Virtua Fighter Maniax shows Palin a 
skimpy race get out, as wel as Jory wi 
fattop haircut and Jacky with headgear. 

However the unused fighters are the most 
interesting of all Fans may be familar with iba, 
Who appears on early Vit Fighter cabinet 
artwork andin prerelease screenshots, and 
was later featured in Fighters Megami He was 
tabe renamed Majdo Abdul in the final game, 
and canbe foundin the arcade version, Also 


lurking in the datas 2 US Marine who bears 
a resemblance to Tekken character Prototype 
Jack, Amusingly he was named Jeff Buckman, 

a defnte ned te Jeff Buchanan Clwas geting 
kick out oft was laughing my butt off” he 
confirms), Last three versions ofan unnamed 
character exist nthe arcade game. tle is 
known about htm, bu fans speculate that he 
may be described by an unassigned character 
Biography, which describes the Japanese callege 
student and karate practioner Takeru Ryushoji 
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Virtua Fighter's various 
conversions graded 
SATURN 1774 
zl. ins eary conversionplay el and retains muchot 
Took ands anice remned CD soundtrack Say tls sues 
fom re pajaon cop-out problems stant parts he 
Stage wife fernando fe offre over the 


the arcade 


ongialaeade game, 
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“Kage es atari newex ib aes ve fone ek 
Tas romances era 


32X 1995 
‘wit Fighter's press 
the conversion to 32Kintact, een fthe polygonal models 
be downgraded severe Thiexellent version also includes some 
rice additonal extras, including secable camera angles and 


tournament mode. 


animations and game design survives 


JEFFRY ai 


C6 The peculiarities of different 


YuSuzuki 


wine SARAH 


fighting styles are quite distinct 99 
stinct] 


weeks. I was oversesing the whole process, but other 

‘AW statf were in charge ofthe execution.” When 

the characters did come in the goal was to ensure 

thal they fet significantly diferent from one another, 
'We did a lot of tinkering to differentiate the fighting 

styles and designs of the characters to bring about tho 

indivduaity. The pecularties of diferent fighting styles 

are quite distinc," Suzuki tels us, "Focusing frst on 

Quan Fa (Chinese boxing), we then added other styles 

lke pro weesting” 

By the time ofthe game's first public showing at the 
JAIMIMA showin August 1998, the game's mechanics 
wore in pace alongside a roster of eight characters 
("I thought eight diferent character choices would be 
about right, For one, | st like the nunibor eight,” says 
‘Suzuki in an interesting asi). These inckuced the tricky 
ninja Kage, powerhouses Wo and Jeffry, al-roundars 
Jacky and Sarah and Chinese martial artists Lau and 
Pi, But the series’ most recognisable cheracter was 
nowhere to be seen the eighth character was a 
Saudi Arabian fighter by the name of Siba, “Jacky was 
iniialy positioned as the flagship character as long as | 


remember,” exolains Kaku. “Then, Akira was added as 
\we were to release thistle n Japan fist. | think it was 
a logical decision.” Akira wasn't the only addition during 
this period, as other new models were created and 
‘added to the game, but he was the only one to survive. 

“They wanted to put more in, but as time was coming 
down, t was lke, ‘Okay, we gotta get ths wound up 
and gett out, Jeff explains of the late cuts. 


11993. Initial impressions were 
favourable, but not incredible. "| payed 
this game for over an hour and couldnt 

find any special moves to tempt me away from Steet 

Fightor II” opined Rik Skews ina review for Computor 

& Video Games. “Sega should be praised for pushing 

back the boundaries of arcade games, as it did with the 

-360, but that game was all look and no gameplay and 

this is sadly much the same," he concluded, awarting 

the game 83%. But overtime, opinions began to 
change. "When Steet Fighter Il peared in arcades 


in early 1981, some games magazines dismissed Je 


ata 

SATURN (REMIX) 1995 

‘w Rsponing to tices ofthe orginal Salven release, Sea 
released Virus Fighter Remix wih fuly-textured fighters and mich 
tare stable performance, but fw ater enhancements Be Wary 
the Japanese Sega Net vraion~ won boc without amoder 
presentintheSaturns expansion port, 


PLAYSTATION 2 2003 
‘5 Virtua Fighter 10 Anniversary is an odd yi. features 
characters and moves from Virtua Fighter 4 Evltion, but takes 
‘sual, msc and rules from the erignal~sothere aren throw 
scapes orsdesepping, US fans gti as bors in VE, butt 
‘yas an actual release in Japan and anon-retal prom in Europe. 


PC 19% 3 
im The PC version isbased on he Satur's Virtua Fgher Remi 


yee to use eth 
‘fers ahigh resolution, 8404480 mode andthe choice to use 
‘ertured or untestured madtls and stages, though the untextured 
“gages arenithe sare as arcade of Saturn Virtua Fighter Modern 
aches wil fin run his game to fast. 
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arly reporting on the 
or net Vir ould actually 
thnk that plitcame rom the fat hat the core Virtua 
‘Fighter team adit eretin doing 2X a aplatorm. 
think they vewedit as aplatioc that mattered more 
forthe US/Europe than Japan, which wasrtunfairgven 
ferent market condtons, So the project was vento 2 
BteamwitinSega wich would use the core code from 
‘he arcade team, They were instructed at this point to do 
_aproot of exneept, and once the Virtua Fighter ar sawit 
‘came lase enough, and under pressure from the US and 
rope, they agreed tole the title move forward. 


‘nce the project passed the proof f concept stage the 
cote Vet Fighter tar focusedon othr stuf, Joe Miler 
reals this and droppedtby my ofc, He saidwenced 
somewins onthe 32K and Virtua Fighter was a key tle 
Hefiled mein onthe fact we hada young independent 
team doing the potin Japan andne wanted someone 
wie would push them to reste mere than just port He 
wanted to prove that the 32K could ever more than had 
ben seen, while weallwerkedon US originale fo it 

Somy rstfocus was direct the tar o ensure 
wena the gameplay first and worry about arcade 
reproduction nearyas.|hadmy bes! guys tobe ~ Ere 
(uskerbush, Erik Wahlberg, and Bill Person onthe US 
side. Going chip to chip we woud se, bt we could 
‘make he game fun, responsive, and give more features 
for congo because the Japan team was open o all 
ideas. They worked theirbuts off keno other team had 
Worked with Weshared a commen veo fighleg games 
and they dt have the ant £C view the Vcore ad. 


mething over th wg Saturn version? 
Yes that push came fram myself andthe rest ofthe US 
tearm We hac learned alot 


{rom Bernal Champions We understood home conssle 
peri ad imtedlong term replayabity without adding 
competitive features We also realised the arcade contol 
ofthe camera was too limited and pushed alow 
<éynariccamera angles, and cheats allowed youto modify 
the physics ofthe game, Sonat only Wouldthe consume 
gett play with this stutitbecame aerial tol or our 
‘teamtoplay balance and optimise the game onthe 32K 


Iwas viewed ae rica andor sure helped give the 
2X amuch needed bum, butthe other planned ties 
‘Were slowreor cancel for the platform andthe rest 
ishistory. wish we could have made ta laune it it 
swouldhave likely allowed me and other Omega members 
te-shipthe Stiles asthe second wave. asng the kes of 
rua Hamster ia burner otis ay 

Uhave mentioned that Sega Of Japan was not happy 
withthe US and Europe focus on Brel Champions, 
especialy the Virtua Fight core team, Welhere's 
something haven fly explained before, When We got 
readyte sip the produ, the Virtua Fighter core team 
\was shown the ial version, They were beyond angry, 
‘They aid eal the ations andthe game balance cur 
Side erated. So much sol was called into ameeting with 
Joe Miler ana Tem Kalineke where Sega Of Japan sid 
‘we ould ot ship his version, we wouldhave‘o wat for 
_anew version which would tp everthing outthe US 
sidehad the Japan team do. Joe Miler and Tom Kalinske 
Were havingrone fit and got Sep2f Japan upper 
‘manager to relent a ship our gold master ass 

‘rere was deep price to pay for that day. couple of 
‘months later Beno Champions 3 was kiledby Sega 
Japan and the property was pretty much allbuteeninated 
‘rom Segahisiory Now you know what waste ast 
straw. knew this sk bul bleedbiue even now andl 
wasn't abou tlt dav our customers whe bought 
{2X or any tie that shipped with ournameson tI wsculd 
make the same choc today 


fury 


“The game dd wellin the West, but was hampered 
twice over. In the arcades, it wasn't as widespread as 
itcould have been as it was an astronomical expense 
for all but the most wealthy of arcade operators — 
magazines ofthe tme quoted delure Super Mlegaio 
sitdown cabinets seling for roughly £14,000. in the 
home, the high price of the Saturn hurt it, as did the 
appearance of the graphically impressive Bale Arena 
“Toshinden as @ PlayStation val But in Japan, Vetua 
Fighter wasn't just a game —it was.a phenomenon. Top 
players tke Shinjuku Jacky and Ikebukuro Sarah became 
Notorious for ther skiled tournament performances, and 
‘were tapped up to supervise detaiod guide books on 
how to improve at the game. Then there were the ten 
products ~ the gameplay videos, the manga adaptations, 
the CD soundiack, and later a full animated TV senes. 
When Famitsu readers were asked lo vote on the top 
100 games in 2006, Vitua Fighter laced 39th, This put 
itahead of many favourites, including Sonic, Metal Gear 
Sold, Pokémon, Super Mario Word and Tet. Infect, 
the only fighting gamas to make that ist wore Streot 
Fighter and Virwa Fighter games. 

‘Virtua Fightor’s popuianty was so great that as well as 
‘spawning a vanety of direct sequels and sonofts, Suzuki 


‘even considered using it as a launching point for his 
‘most ambitious project, a game then known as Virtua 
Fighter RPG starring Akira, “it was our fist expenence 
with a large-scale RPG, so rather than staring from 
“scratch we thought it would be safer to build upon the 
reputation and elements of Vinue Fighte:." he explains, 
"As we got further along in devetooment, we judged 
thatthe content could be incorporated even as its own 
brand, so we separated the tite from Virwa Fighter to 
make it into Shenmue. At that point, the main character 
‘was changed from Vitua Fighter's Akira to Ryo.” 


he legacy of Virtua Fighter extends 
for beyond its own direct lineage, 
‘though. Key staff member Saicty 
Ishi left Sega after the completion of 
Vira Fighter. and ended up becoming director and 
‘main designer for Namoo's Tekken, which became 
the primary competition to Sega's 3D fighting series, 
He later founded Dream Factory, ereating further 3D 
fighters including tha Tobal games, Dead Or Aive was 
aso strongly influenced by the ary Virua Fighter 
‘games, and acknowledged this dectly with crossover 
characters Akira, Pai, Sarah and Jacky in the Dead Or 
‘Alive series. Even those games that did't have the 
benefit of former Virtua Fighter staf owe the game a 
debt —the game's odd jumps, juggle combos rng out 
Vitores and lack of projectiles were idiosyneraces in 
1892, but many 3D fighting games in the years to come 
‘would folow the leader by including them. 
Looking back at Vitua Fight i's clear that the 
staff apprecate the portance of what they had 
Created, whie being unafraid to note its shortcomings. 
"Virtua Fighter had few expressive polygons and was 
hamstringed with impotent machine power, causing low 
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character aspoct and anguiar features,” says Sunk “it 
was cute @ al starting out with characters that looked 
tke they were made from cardboard boxes. Banging any 
kindof beauty to the fem characters was cartulrly 
taxing, seen in how st Pai tumed out" But everyone 
needs to wak before they can un, and Vira Fighter 
was an important fst step. “By the tne we goto 
Vinua Fighter 2 we were able to use textures which 
helped beng everything together abt betes ite 
someting to conser just how unimaginable t was to 
got to characters as reals a they ae inthe newest 
Vitua Fighter when they started out ike that inthe 
‘orignal Vitua Fighter" he adds. 

For Kaku, the main issue was bugs. “A few moves 
and techniques can be performed using unexpected 
Timing and button nou In a word... bugs. Howeve, 
these bugs stl maintain the game's balancing, which 
is vory unusual. These kt touches make me bekove 
Vieua Fighter stands on is many unusual miracles,” 
he notes, betore explaning wny he tamans so fond of 
the prosct. “it was an exciting experience to work with 
such cuting-edge technology a a programme. could 
lear the inner werkings of real-ime CG before anyone 
56, which was a huge boon formy career after the 
project. Releasing the wots fst 3D CE fighting game 
is my most cherished achievement” 

‘Ah yes, th firs: 2D fighting game. Vitua Fighter 
‘ight not actualy hold tht tie, but everthing 
beforehand isthe damain of peda and va butts — 
Virtua Fighter isthe fst one that matiors, and that’s 
‘why its such an easy mistake to make. 


Special thanks to Yu Suzuki, Franck Sebastien and 
Danny Russell for making this article possible. 
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owever, eating @ new Zelda was, 
abit more difficult than creating 
another Mario game — Mario games 
were all very similar, but The Legend 
(Of Zelda and Zalda I: Link's Adventure were 
very differant games. Ths left the Nintendo EAD 
team with some big decsions to make regarding fs 
approach to the new game. “In Zelda I: The Adventure 
(Of Link, we Wanted to include sword combat with a 
variety of different moves into the gameplay, and so 
decided the project would use a side-scroling view 
that made use of our experiance from Super Mario 
games,” explains Takashi Tezuka, a yoteran Nintendo 
oveloper wha served as director far both The Legend 
(Of Zelda and The Legend Ot Zelda: A Link To The 
Past. “We made two Zelda games for the NES, both 
making the most ofthat hardware. But then with the 
next Zelda for the SNES, we ware able to add even 
‘mote new things to the gameplay 
The final decision on which stucture to use was 
van by the concept of the game, according to Tezuka 
‘When we were starting the project, we expermented 
to see ft was possible to nclude a multeworld 
structure into the game. Our plan was that events in 


oy 
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the hub world would have an effect on the 
‘ther, overlapping words,” he explains. "in the 
tend, we decided it would be best forus, the 
developers, as well as for players to have this as 
two words; one lght, one dark. We fot the bost 
way 10 represent this everlan of ight and dark, anc 
10 represent the changas between them, was to use 
the same slanted top-down view used in the onginal 
‘The Legend Of Zelda game, 

It's rare for # company to discard the maior changes 
Imad to a sequle, but it Would prove to be a Wise 
decision, Quite apart from the fact that Zelda I has 
become known as one of the weaker games in the 
series as time has passod, there was stil alot that 
Nintendo could change and improve in going back to 
the old top-dawn format. Even vary basic things ware 
‘overhauled, such as the Way Link moved around the 
environment —for the first time, he was able to move 
clagonaly as well as n the four cardinal drectons. 
Rather than using a simple thrust, Link would actually 
swing his sword in @ more realistic ar. 

According to.a 1992 Famitsu intorview with Shigeru 
Miyamoto, this combinavon af new features actually 
gave way to another new feature, With the addon of 
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The only port of Link's 16-bit adventure 
received some major upgrades... 
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to show the birth of a 
hero in a scene fitti 

of a Zelda [gamel 9 


TakashiTezuka 


aan instant classe. Critical praise was unanimous — 
‘Computer & Video Games awarded the game 89%, 
poting that "the elements of strategy and adventure ate 
‘added treats rather than annoying extras" A review in 
Mean Machines scored the gamne 85% and declared 
IU 'simply the greatest exploration/adventure game 
avaiable for a console,” while Super Play Gold's 939% 
review nated that “you're unikely to want to switch the 
game off”. The game sold a massive 4.61 maion copies 
‘on the SNES, and utimately spawned both a successful 
terelease on the Game Boy Advance as well as 2 
‘successor for the Nintendo 30S, The Lagend Of Zelda: 
‘A Link Between Worlds, 

Despite the excellent quaity of The Legend Of 
‘Zelda: A Link To The Past, it would ultimately prove to 
'be the end of the line for the Zelda sores as players 
hhad known it, as the series was about to undergo a 
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raclcal change, The next mainine sequel was 
The Legend Of Zelda: The Ocarina Of Time, 
\which transformed the series with open 3D 
‘spaces and more. While smaller 2D Zelda 
‘games would continue to appear on the 
Game Bay platforms, including the excelent 
Link’s Awakening, Oracle Of Ages And Oracle 
(Of Seasons and The Minish Cap, there was 
never another 2D Zelda game to get the big oudget 
‘woatment that A Ling To Tho Past received 

But that’s not 10 say that A Link To The Past hasn't 
had a lasing influence, not by along shot. Elements: 
from the game including the spin attack, the Hookshot 
and the Master Sword have become series reguiars, 
and that dual-world concept has been revisited very 
frequently ~just look at young Link and adult Link 
in Ocarina Of Time, or human Link and! wolf Link in 
Twilight Princess. The thd Zelda game is as ighlly 
‘woven into the legacy of the series as any of the other 
major entries. 

Utiately, The Legand Of Zelda: A Link To The 
Past s ane of those rare games that not only achieved 
critical and commercial success, but has stood the 
test of time and continues to attract new fans today. 
How does the team feel about tis sustained success? 
"We're truly thankful, and consider ita great privlege,’ 
Tezuka says, but he's careful not to rest on his laurels, 
"At the same time, also dives us to create new 
‘games that wil surpass this acclaim," We 
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Here's a look at the key locations 
Link will visit ashe becomes a hero 
in the Light World, 
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HERA TOWER: 
1 Atop the mount hie fortress guards the final 
pendant you'lreed to obtain the Maser Sword 
Yeu need the Moon Peat ested here, 


WThsle where youllindthe Master Sword truly 
awakening nk as ahere Butyoul need three 
pendants to dai it 


HYRULE CASTLE 
sw Thisie where Princess Zelda being held athe 
‘beginning of the game, and whee youll ltr ight 
‘Agahnim. The boomerang can be found here, oo, 


KAKARIKO VILLAGE 
ios ofthe residents ofthe tvmbere are 
tered ot Link. and some wisumemen guards to 


DESERT PALACE 
an The power glove heres keyalg heavy 
tock, whch youl neta d ola the 


Sn 
ZORA'S DOMAIN 
‘5 Make sure to t1ng some eashwihyouhere, 
asyoullbe able pick up same useful ippers 


that allow Linkto swim, 
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EASTERN PALACE 
1m You can grab the al-importantbow here 2s 
wel as cllecng your first pendant Youll have 
fight ort hough! 


| ~ SAGE'S HIDEOUT 
. 1m Theman wl et Link on eat a herism 
{staking refuge ram the farcesatellhere, and ic 

holding onto the Pegasus Boot for you. 


LAKE HYLIA SECRET CAVE 
im Thsremote cave halde a particulaly seh 
lem thelce Rod i's worth hela detour ‘a cam 
stassoonas passe, 


LINK’S HOUSE 


lw Thisie where youllstart your quest and where 
youl ten resume Yuan plug the lantern 
here atthe very tari game, oo, 


==The Rise Of The=2 
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As central as the Amiga 500 
is to computing in the UK, it 
almost never existed. Now, 
on its 30th anniversary, 
Kim Justice details how the 
A500 survived company 
shake-ups and fierce 
competition to become the 
defining computer of the 
late Eighties 
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‘ommodore had a bad year in 1985, 
‘The American company from West 
Chester, Pennsylvania lost $113 million 


jer the course of 12 months, and 2 
tad jumped ship tots fierce rival, Atari 
1ed by Commodore's former CEO Jack 
Tramiel, the man who Commodore chaieman Irving 
Gould had fred in 1984, His replacement, an ex-stool 
‘executive by the name of Marshall Smith, had paid 
the price for Commodore's falings, Previously the 
‘! 


‘atts hard nat 
onsiering how 
much of the best games and best software forit D> 


tum 
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‘wha verical shoal "em-upreceved i One of DNA rat secesa4l les, 

a verypoor port to the Mega Drive but the folks who gave us Lemmings iso 

was one ofthe best on he Amiga a ‘92Ve Us this ough shooter, where 

elassaly fet od sthool space ‘enemies ty at you rom a ses 

shooter with plenty of aveling ‘eames wth an core spoken nto, 

through forreszes ciyecapes andthe classe soundtrack and OMAs‘ypeally 

innards of iene zany sense of humour 

ca aca : 
i Ezcental Rube Goldberg exaue in Ths game was pling off an open 


Avery colourful Gradurinspred 


nal shooter where You ont puzzle game where youhaveabret world in 2D long before anyone ese, 
deadly bee and blast the hel ou time Umit tryand poston platforms sllong you acess to multpe types 
‘other insectid-based ships. Apia trampolines andlerd knows what ef vehicle andthe abit to inert 
Ssnotble for coming with ake “ lseinordertogetatmatofomA with people and bbe thes fer 


soundtrack, courtesy of composer to, The Bilin questonieBillPulan, E information. W's censidereda precursor 
Chris Hueebeck, designer of the game. ‘ewhat GTA would eventual become, 


ceame from Europe, In Arm 


Oy enon nasi ur eM 
wave : 


ia, itremains something 


in a slowy recover 


compatibles were gradully taking over bu 
and Nintendo held a near-monopoly on videoga 
with the NES, It took until 1889 for the co 


We chat with ocean's Gary 


Bracey abo the Arraaa Tesh cn hl mae acering ph ster wich 


What did the Amiga ‘ar ery from what happa 


rely ceased to exist in ts own country —a 
ed to the Amiga in Europe 


Jef Porter 


the system were al oo aware of 
think rice was a major what was occurring elsewhere, in places ike Austra, 1¢ man who would inherit Commodore's 
featuce, and the form factor Germany and the UK ‘Commadore’s sad state of affairs was Thomas Ratigan, 


was very attractive, too, sit was an all-in + of product dev and the man who led former CEO of PepsiCo. Thomas 

one’ with disk drive ete the er A600, recalls “All of the Apple Guys main aim was to cut costs and bring 
‘thought that the Amiga needed to be sold in high Commodore closer to profit, but also to oversee new 

What made Ocean focus on the business computer stores! Realy? I's a trggi’ games plans fr the Amiga line that would kee it going. The 


‘Amiga 5007 ‘machine. Sel it in Toys ‘R' Us ike the C64 and they'l ly solution, as announced by Thomas in January of 1987, 
rn Commadore shared thelr plan wi off the shotf, That's one thing that Commodore knew was to introduce two naw computers ~ on 

computers, So lhada the Amiga 2000, v 
with the US sales company to buy nto machine bul for businesses and those wha wished 
suppor in terms of making compatise that strategy, Fortunately, Germany and the UK, forthe ta create. The other was the low-end model 
games fort ‘most part, bought into that vision lock stock and barr red towards the home market with 
Winfried Hoffmann ICEO, Commodore Germany| took power at a competitive price — this computer would 
Where you concerned about given ‘one look at the ABO and sai, “I know haw to sel this be the Amiga 800. Jeff P 1d up the 

Batman away from free in the baby, Give me one, I'l show you! And he did prodkiction of the AB0O, in spite of protests from the 
Batman Pack? ‘orginal Amiga team. “The biggest chalenge was 


=== 1M 


Us, we believed it wouldbe a very successful how to do~ sal low-cost h 


model, a powerful 
home computer and so we offered our battle every 


development? 
No, not that | recall 


Why do you think that so many 
‘Amiga Ocean arcade conversions 
were s0 goo 

Due to the processing and graphical power, 
we Were ale to emulate the Feliyof the 
eriginal arcade games and so able t create 
very faithful emulations ofthese games 


iat 
iaThalorishack-and-dachleaprely ; 
ood contender fo the ile of pretest 
same onthe Amiga, with beautiful 
Words that ace stl striking to this 

ay, Weh ent, involved levels and 
whole oa fener 

the gameplay slouch ether 


aca 


‘ARPS for as any 350 lavas 
find thekeystothe 
kingdom. One ofthe mare unique 
vga exclusives, and alse one athe 
rno.ndotheads 


E whereyoutry 


ores t00~thert 
and ibs yng al over 


“The main difference between the ABOO and the 
‘A1000 was in the streamlined design — 0, 
much lke the earier Commodore 84 and 128, would 
have an integrated keyoard and external ‘brick’ power 


supply In most other ways, hawaver, the insides of 
the 500 wore similar to the orginal A7000, with 
same 512K memory out of the box and Motorola 


{68000 chioset. The big ciffee 
2000 was expans e with sever 
slots for the kes of Video Toaster cards and extra 

floppy dives, whist the AG00's expansion capabilities 


wean it end the 


needed out of the box, with a 


everything a u 
possible upgrades beng completely optional. It was 
aso considerabh 

Boca 


came fror 


“Twe-layer motherboards were super ch 
Semiconductor (Commadare’s cy 
to put the chips in plastic packages and improve the 
yields, And | knaw the speed of al of she equipment in 
the factories, so | optimised the component sole 
3k in the pr 
1000 at $600+ got rectuced to 
thanks to me! We sold it or $400, 
and street price was $500. That's pretty amazing 
‘margins, andthe rest is history 

In spite of fed producton improv 
there was always @ level af disarray back home. 


sap. | got MOS 
‘arieaton 


hop, 


THE RISE OF THE 


in im 
NA trenied hoster by Teami? ate 

ute possibly the mos ifcutof al 
the Amiga shooters. The challenge was 
such thal mos people couldn manage 
to get further than the secondlevel 


5 im Adungecn raver whereyou 
5 travel through tie inorder tobreak 
Aawitehs curse. Well remembered not 
5 eniyforisevelof afity andthe 
5 atmasphere fits surroundings, but 
also forthe stl somewhat sear lo 
brutality of te death screens 


‘Thereisa special edtion that tones the 
chalenge down somew 


ical 
isis arguably the greatest enty 
in Rainbow Arts classic series of 
ation platformer, iled with lengthy 
levels and secrets, Despite appearing 
lsewhere, Amiga Tucan the only 
proper 6-bt version fhe game, 


Pushing pixels 
We have a chat with Ocean's graphic artist, Simon Butler 


‘What was it lke creating 
‘graphics on the Amiga, after 
moving from the 8-bit systems 
of the time? 


that was aso their main faut. 5 
the perfect example of sty over 

imap Brothers we pat truly stamped 
their own graohical style across every tile they 
developed, There were come amazing graphics 
during 
Peygnosis andthe Bitmaps. 


\ohave so many colours and for sprit 

rmiuch bigger after the horrible constraints ofthe @-bit 

‘machines. It took abit of getting used, butt was 

just another part of the learning curve. know that 

19 push he animation aot 
‘That was great fun 


16-bit era but benchmark learns? 


Which of the Amiga games that you worke 
fon are you most proud of? 

ie 

enjoyed working 
team, amazing design and freedom: 
‘wanted, Fantastic times, 


‘more than | had previous 


What art packages (if any) did you use and 
how affective were they? 

twas the standard, Deluxe Paint. It did everything a 
‘games alist or even a hobbyist could ever require. | 
was stllusing tong afer had moved onto PC ites 
and was any force te move onto another package 

‘many years later in order to retin 3 eontrae. Te be 

honest, was marginal profcent compared te 2 


do whatever! 


Why did you return to the Amiga in 2012 to 

start work on the Sqrxz series? 

Money, pure and simple, Being a 2D pixel pusher 

Ihave painted myself into avery small pivelated 

lot of people, andwhen |see-come ofthe artwork _cormer ofthe industry where | have struggled for long 

createdby thaway. periods without work. In 2012 I was approached toda 
ame pels fora game | knew nothing about called 

Saaz it was quick, cheap and cheerful and, over the 

years, thave been called upon to change the graphics 

for avariey of 


to get the best 
‘out of the Amiga in terms of visuals? 


2 think of is Paya sions. 


C64 maestro, Andrew 
Braybrook, on moving to Amiga 


What was it like moving 
cover to the Amiga 500 
after working on the 
Commodore 647 

‘Short answenit was fantasti 


years before started writing 9 
Amiga, onan AOC, coud se what people 
were doing on it ana been learning 68000 
assembler programmingin reparation, 
Instead of geting tree B-bt regsters and 
1 preset colours was going to get 16 32-bit 
of eer 32colours 
{orn my avn selection of 096, The CPU Was 
ais eight times faster andthe instructions 
were much more functional. twas ike the 
aver of an old Ford Anglia waiting for his 
Lamborghinito ave 


How do you feel the Amiga enhanced 
your games? 

Firstly we coud visualise more clearly what 
we wanted show nthe games. Weldbeen 
Working with various olor limitations on 
the Cbé, aswell as memory/itations We 
enlyhad space or about 192 sprite mages so 
We were aivays iting the burs there. The 
Arrigahed SI2K of RAM, which was also al 
video RAM so athough the code was bigger 
onthe Amiga, twas alower percentage of 
the otal space. The sound was alsomore 
contralable because it was paying real 
amples, and wehadan extra sound channel 


‘What was it ike to code compared to 
the home consoles of the time? 
The heme consoles were sil technologically 
‘onamarch Rd Mack was working on our 
football game onthe SNES, which could 
withthe playeld atato, 
sealing Also, the cansclesheldonto 
character modes thatthe Chad, and that 
arcade gameshad used o wel Allplatforme 
‘ended ta havea sofware and hardware 
development, so they were geting mere 
‘expensive. Being locked te bitmap medes on 
‘the Amiga, although it gave alot freedom, 
‘ean that he sereen was much bigger 
ypiclly 16K), and needed lat of attention. 


What's your favourite Amiga 500 
game by another developer? 
Turican for sue. The Facior S guys pulled 
‘utalthe tops, wth Chris Huelsbeck ding 
-sever-channel music hardhare spies 
aplenty, ingenious seroling technique that they 
shared wth us fr Urdu 2big play area, 
grea playaity very ice. 


Commadere's world 
Europe gat i" Jeff says 
fired all 
sella $500 games machine, and given the pr 
to the C64/C128 sales guys that sold cor 
by the semitralerload to retail” Thomas Rattgan's 
announcement of the new Amgas was just about 
the last thing he aid before inexp 
Irving Gould, who then took over the 
home in the Bahamas. Wie there ws 
the hame rent, Cammadere’s international hubs 
\wore largely run autonomously, anly ever serausly 
‘communicating with Commodore HO 2 couple 
oftimes @ mmodore's UK 
hub enjoyed a comparatively se 
‘existence —it hadn't topped the 
1p to this point, 
sales were 
‘enough to make it one 


Apple execs that di 


0 jab trom his 


3s always trouble 


And 30, Co 


David Mowbray 


son the matket. As the 
1d down, Commodore's 
European divisions were eager to get the new Amigk 
out there, believing them to be more than capable c 
getting the top spot. It wouldn't be straightforward, 
though — the Atari ST had successfully penevated 
Europe, becoming the leading 16-bit computer o 
the market, STs were saling walln the UK. More 
than that, Atari had both created a market for the ST 
in France that t would never let go of, and overtaken 
‘Commodore in Wk 
uropean stronghold. At this point, the Amiga had 
the market at al, and Atari had enjoyed @ 
the region — everhauling Ataris ST 


of the mast popular compu 


last generation's micros v 


Germany — once Commodore's 


n the Motorola 
when you 
ted besed 
‘on memary at this time 2 
2MB and 4MB ST m 
be said thatthe 
was the more powerful machine, Bust t 


is before anybody else, it 
ST in ths very setable « 


had a couple of tricks up its sleeve that, before 
long, would start ta show the 
werful, and, in par 
that could run graphics routines 

in on the computer's main memary, 
and a conper chip that allowed for mutiple video 
resolutions and colour depths to happen on the same 
fen, The main video processor (‘Denise’) could 
split the sereen area into multiple bitplenes, allowing 
for as much as 32 unique colours on the seroen at 


‘once. David Mowbray, previously a programmer at 

Pir Software, ns benefited games 
‘The Amiga, ike the C64, was fundamentally a gam 

The machine was just more friendly [than the 

SST] when you're making a game ~ even on the seree! 

itso, everything was sepsrated onto different Bitmap 

planes, s0, for example, you could have 16-colour art 

just for your parallax layer.” 
Alongside Agnus and Denise was the third 

Paula’, we ponsible for sound and contained 

four samole-based sound channels, whol diferent 

we Atari ST which refed on a four-channel AY 

synthesiser chip. Chris Huolsbeck, a composer who 

worked on games such as The Great Giana Ssters 

and the Tumcan series, explains the possioities. “The 

Paula chip was realy straightforward,” he begins. “Its 

great power was in the capabilty to play recorded ot 

clgitzed instruments and sound effects... essentialy 

there was nothing in terms of audio or tones that you 

ul not get out of the Arniga the oni mation 

was memory and channels, and even then on that 

front we found ways to enhance it” One of thos: 

ways, funniy enough, would involve the use of an 

Aan ST the A5QO's fierast rival was an intageal 

part of Chvis'‘saven-voice’ system that seemed to, 

as if by magic, nearly double the amount of channe's 

the Amigs had” Chite says. “My odes andi D> 


res Deter The Conn ning onan ng 5, 
dat ayy watt tom ane. 


Trouble in paradise 


Jeff Porter talks about turbulent times at Commodore 


What was the 
situation like at 
Commodore before the 
announcement of the 
‘A500 and 20007 

dire. The A1000 w 

claimed but financially aboms, 

pensive az home 

ie enough 

tobe abusiness computer nor dit ha 

mainstream business apps. So the ASOO at 
$500 filed the home computer void, andthe 

£42000 filed the ‘an’ expand this sucker 

void, Although it took the better part of a 

year fo pivot that w 

themselves twas the right hing todo, 


‘As head designer for the A500, how 
often would you interact with CEO 
‘Thomas Rattigan? 

He was relatively hands-off. Ofcourse there 
Would be high-Level meetings where the end 
result was, elf ang his team just need to 
work litle harder and faster’ remember 
ane meeting where him and Marshall Smith 
had summoned everyone fram RED both 

in PA and CA to West Chester Rattigan 

put hie feet upon the boardroom table 
and sad, ‘Marsh, what do you think the 
most important thing for engineering to 

be working on now? | think’ thee 
reduced C1280: You can imagine 


coming from the Loz Gatos team 
idling me? Did he really ust say that to 
the entire senior RED staf of the Amiga’ 
Yes, he dd 


Was there any perception inside 
Commodore that the AS0O was a 
downgrade from the A10007 

Lots of fights withthe Los Gatos crew. | 
kept hammering onthe $500 price point at 
tetall-§20 more for adetachable keyboard, 
$30 more for an internal power supply, $20 
for akeyboard garage, you just blew the 
budget, guys! Sorry Plus Jack andthe Atari 
‘ST were just starting o eat our lunch and 
We had to attack with a produc that could 
killthe ST. That last argument cleared the 
‘way with everyone at Commodore to let me 
bull the A800, 


In what ways did you feel that the 
‘A500 improved on the A1000? 
the cost was the major 
Improvement ~ same cireultry and same 
performance, but a away cheaper price 
ected the keyboard - NMB. 
Hoved that key 


st year, but hey, the ASOO was already a 
huge success by then to create very faithful 
‘omblations ofthese games 


Marketing magic 


Commodore marketing director David Pleasance on the Amiga 


better commercial edge over 

previous systems? 

My elt is that twas she way ve 

postioned aur marketing — aimed 
squarely tout target audience -which was the slighty 
colder chil, peshaps geting ready to study for cteal 
exams, from mide class rhigher socioeconomic 
familes whose parents Wanled tobe seen obe 
responsible enough to equp thei chid wit heats! 
and bes technology 


How did strike the deal for the Batman pack? 
"had heard that Ocean Sofware had just been 
Holywoed and had paid out $1 mi forthe righ 


touze the Batman movie tie forthe game they intended 


to produce. Sol setup ameeting with David Ward and 
Jon Woods (oint managing rectors of Ocean) along 
with Con Stokes (sales director) and Paul Patterson 
(sales manager, 
Hold ther, am going to ake you propestion 
that you wil ether have the balls to go along wit 
1awil zenforthemen nwt coats to come and 
ake me aay! Itld hem that | planned to produce a 
ack-—whichf they saidyes o me that would feature 
‘aaiman allover he box, a that the fact that there Was 
ental. promised 
we Commoderel would be spending armassive amount 
maney marketing and promoting the pack, in 
conjuction wth thel own marketing parameters so 
had amassvejoint approach 
su" I want youte give me the game evelusvely 
inmy pacfor two monthsbefore you release tis asa 
{game on ts own 2) |wantto payyou very litle money 
fori, and) | am only prepared io commit to 10000 
pieces! Ocean expressed concem on wa fronts: they 
would be angry that he nly 
way heir customers could get hod of the game would 
3 Boman pack and they had estimatedit 


an Amiga S00 inside was alm 


vere worried ther des 


was gong to cost them afurther $1 milon to actualy 
produce the game, and ere concerned hs setiity 
‘right fect the volume of games they hadeaeulated 
‘they needed a slln order:oimakel apr 
Leepained other ttl personally fett— the 
premation was successful the dealers would actualy 
be delighted, as they would be seling lot of £400 packs 
instead of os of £40 games. explained that wih my 
massve marketing budge! added to thers we would 
take over the retail channels completely, and was 
confident they would do better overall they decided to 
work with me. 
Wel they dhave the balls to dit and the net rest 
was 1) Their dealers ended up much more han happy. 
2) Ocean sald ive times he volume they had estimated 
they would zl, 3) Commodore not take ust 1.000 
pieces of Batman we ended up taking 184,000 pieces — 
wvmany Batman Packs we saldin the 
Christmas 


‘What was Commodore's relationship like with 

‘Ocean after that? 

Absolutely fantastic. an also say ar the success of 

the Batman Pack was approached by avast umber of 

games developers and publishers who would do almost 

_zything to have ane oftheir products included in fur 
rthceming packs. 


Why do you think the system is so fondly 
remembered by gamers? 

My opinion is that we released this ineredibe (easy 
to-use) mattasking technology at exacty the righ 

time. The world youth were desperatly hungry 
something new, something which alowed ther to show 
and ilustrate thei creativity ~ and just take alock — 
_al around the world we have many thousands of Amiga 
fans, may of them now haldng zeior postions n huge 
‘companies. lam so proud to have contributed my small 
part inthis legac 


FIRST AMIGA RELEASE: 1988 
The and of Peer Molyneux and home of 

the Goa game inthe frm of Populus Not 
nent with ust that, it aso released games 

Uke Pawermanger Sy, and Theme Park 
LUimately, Bultrog was scquredby EA 


FIRST AMIGA RELEASE: 1988 
amed or octane, [ure games wih 
soundtracks tht coud beelub favours, imap 
Brothers gave us the kes of Xeon 2, The Chaos 
Engine andthe Spedbal series. Nearly every 
game that released forthe Amiga was ahi 


tt | RETA SATER ANNUAL, 


FIRST AMIGA RELEASE 1987 
One ofthe Amiga’ orignalng developers 


{and Jochen Hippel coded the kickass core of the 
[STI CPU mixer in order to play back fourvoies Anvga 
‘music on the ST. With his blessing, | ported that back 
nto the Amiga and it was used first in the Turrican I! 
Tite Theme, which to this day remains one of my best 
known pieces. tay, a fourvoice piece of mus 
‘would be programmed on the ST, moxed down and 
then played ack on the Amiga using only one of its 
channels, leaving three extra channels open 
Together, these chips woud make up Amiga's 
‘Original Chip Set, or OCS for short. While the OCS had 
so much potential, took te to fully reakse this. Th 
Amiga's eatler games, whi flashy, were stl tredtional 
game lke Cinemaware's cutsce 
filed strategy ste Defender OF The Crown, for exam 
fe compared 10 0 
but stil very much a computer gar 


computer 


—a strategy game, 
and ane not very different from its Atari ST 
‘Arcade ports, on the other hand, were often worked 
on by small teams with limited time and resourc 
their sposal, so with the Amiga and ST both being 
‘88000-based computers, ports of arcade 
‘as Out Run and Super Hang-On — were similar on both 
platforms and would not take advantage of the Amiga’s 
features, often leading to them beng described in 

magazines as ‘ST ports’. It would t 
Until people would harness the Amiga's power to make 
origina arcade-style shooters and platormers that we 
of similar quafty, if not bottr than at 
‘ound on consoles at the time. 


hing that cauld be 


‘AMIGA DEBUT. 1988 
A stuso that was sueesstul roughoutthe 
-Arigasiespanin wide varity of genres. 
made racing series suchas Lotus and TopGear 
and sports games ke Premier Monager but 
arguably ite mast successful ile was 1992 Zoe, 


Cinemaware released eascene-heavy games 
= with minigames and big emphasis on story, 
such as Defender OfThe Crown, Come From the 


Deser, and arguaby 


“It was like a 

turbo C64 in 

how it was put 
together” 


David Mowbray 


hings realy startad to shit im favour of 
niga in 1988, as games 

cl just what power the Amiga 
had lurking within. Psygnosis’ Shadow 


th parallax scx 
Atari ST did't ha 
it could handle ver 


an smoothly. Simply put. the 
ks at its d'sposal 


seroling 


ina! Amiga had hap 
12 ABOO wa 

84, shan 

such as harch 

wellas its sick, integrated, game 

In the end, alot of fhe had p 

preferred Commodare's oid system fous 

wards its ne ine. David Mowbray had 

vniga was mare in the 

learnt 68000 


he says 


s fhe going back home again — 
turbocharged C64 in the way ith 
Shadow Of The 


yas released for th 


2 i 1989, a year that also 
Xenon 2, and Popa 


«Gane eT 


Atypical Amiga buncle, 
lassics set ‘ror 1991, would of course 
frimarily on games ~in the cast 


“ain Panel - 


title with a 


ett Ane 80 ts rt 


d 


to start flying off the shelves. Commodore's American 
1Q had largely disrogar 

after the launch of the ABOO | 
from our shelf space at Toys 'R’ Us and Sears, and 
that void was then filed by Nintendo and Sega..." 
fore UK was under no pr 


ket even 
away 


Packs and 
ch as the Cartoon 


f 
x ties in the 


oa 


THE RISE OF THE AMIGA 500 


warehouse that 


ether on computers 


PSYGNOSIS 
‘AMIGA DEBUT: 1988 
It Ths rose rom the ashes of agin 


toform one ofthe Amiga’ greatest software 
houses, with games ike Shodew Of The Beast and 
Lemmings tits name. Later acquire by Sony, it 


wou ake that standard ono the PaySt 


RAINBOW ARTS 
‘AMIGA DEBUT, 1987 


pecalued avery 


ctllenging action games ke £-Out nd he 

Turan series, Home to some ofthe strangest 

ava coding talents ofthe era, t woud excel 
consol 


SENSIBLE SOFTWARE 
‘AMIGA DEBUT: 1989 


‘AMIGA DEBUT: 1997 

iin, Tear? woud shine a 
sey genre pu tshands to whether it wastop- 
own shooters Ulin Breed) one-on-one fighting 
Body Blows, ute platformers(Supertog), or 
nna based carnage (Worms, 


Jon Hare's suo was renowned fort popular 


games, often inating ty le people running 


5 about Strategy game Mego 


firetoexpore he format, and wa 


classes Uke Sensible Soecer and Cannon Foe 


FETAD GAMES FANUL | 1 


The inside 
story 


Commodore engineer Dave 
Haynie talks Amiga 500 


What was your 
Involvement on the 
Amiga 5007 


brought ont the fairly 


in 1985, not too long ater they eae 
fe were trying to interest managernen in 
seme new version ofthe C128, but most tings 
ng towards the] Amiga a that tine 
ofthat menth earring the 
Amiga and ASDO architecture, helping rack 
down problems that kindof thing, 


Why do you think the machine 
struggled in the US compared to the 
Commodore 64? 
‘Commodore marketing inthe USA really had 
ro cue how to selthe ASOD, I might ook 
ike an A500, but at theme the ArmigaO5 
sophisticated than anything 
‘or Apple, sa itneeded 3 
Commodore wanted 
the same big department and discount 


tha caried the C64, tke K-Mart and Sears 
doing Wis, ofcourse, madeitpractialy 
ible to ay computer stor that wanted 
{ocarty the A500 todo so profilably They all 
‘bought through distributors, but big national 
stores were their own ng 
rectly from Commodore. And Comodo 
had done much the same hing withthe Cod 
song originally in discount stores whit 
as stilin computer stores, Sore computer 
sores ound the C6 beng soldat a discount 
tore for ess than they pad thei dtrbutr. 
Commodore srewed up their own future by 
thinking about short-erm gain in volume, 


Why do you think it had so much 
‘success in Europe? 

Kind of the opposite athe USA—they were 

marketed and cola correctly. Azo, a diferent 
elf competion, ess Apple, more smaller 

computers ike Sinclar, Amstrad Acorn. And 
an actual marketing budget... Europe, you 

lave about the ASOD you read magazines or 
watehed 


What's your favourite A500 game? 
fare Madness blew me away when it carne 
ut aspen te of tie testing tin the ab 
nme hardware I's tally the ease that ver 

the years, gotbusior at 

play games much Ilove computer games, but 

‘the prblemis, they got so good, you could 

spend days solving one game, 


JeffPorter 


licensed game ke this was not well-known o 
regarded, the character, movie or TV show would be. 
‘These packages also usualy contaned the versions of 
Werkbsnch and Deluxe Paint which would feature on 
the box, albeit not as prominently as the games, All of 
this would be avalable for £359, then reduced to £298, 
Many of these bundles were successful, but the one 
that stands above thom all isthe inital ‘Barman Pack’ 
Alongside the ubiquitous Deluxe Paint Il, the Batman 
Pack contained tree games ~ Batman (naturally), The 
New Zealand Story, and F/A-18 Interceptor filing the 
roles of the very popular licensed game, the popular 
arcade port, and a game that your dad would probably 
enjoy more than you id. But, of course, Batman was 
‘the main event, and quite a coup to get in such a pack 
rt only had the gama just bean released by Ocean, 
but 1989 itsot was the peak of Batmania~ the film 
was the highest-grossing move of the year, and the 
aisles of toy stores were filed with Batman m: 
Batman toys sold in thei milions, and the Batman Pack 


‘would be but one part of that, wth no new computer 
or console around to compete with it in the Christmas 
period, The Batman Pack truly mads the A5OO a 

millon new people into the Amiga's 
that had been the computer's last hurrah on American 
soll ended in Euro 
popular computer on th 


hits coronation as the most 
market 


rng the Nineties, the Amiga con’ 
10 hold its ground against the 16-bit 
consoles of the day, further augmented 
by new models such as the ABOO+ 
UUeaturing the ‘Enhanced Chip Set’, the ABOO, and the 
CDTV~a consolised A500 capable of running Ci 
ROMs, However, these products wore bosot by old 
Commodore issues, such as a lack of marketing sense 
‘and serous avarspands on production ~ the cxginal 
CDTV's CD-ROM tive, for example, cost 800 dollars. 
1an Jeff Porter headed up producton on a revised 
‘model, he found a different mechanism for the dive in 
Japan that cost $16 for simiar performance. Th 
\was an even greater horror show — oné 
somewhat out of contol. "Mehdi [Al then-CEO of 
Commodore HO] hired a guy named Bil Synes to cos 
the A5OO...good luck!" says Jett. "He claimed 


10 the ASOO 
sinee it was more expensive than the A500!" A lot of 
this was down to ev home —as Commodk 
continued to lase ground, it chose ta squeeze as 
much as it coud from its existing products rather than 
budgeting enough money for engineering and R&D to 
bull better models, By the time the A1200 and 4000, 
Amiga's 22 bitline of computors, arrived in late 1992, 


— TTTT MANA 
wee Nana 


it was too fle t Arviga-basedl games 
now being matched by games from Intel 486-based 

PC's, and then surpassed by Pentur-based PC's, And 
50, games companies whe had made their name an 

the Amiga stared to look elsewhere — leaving th 
machines with precious litle in 
that weren't available on tha 
of power hardly helped matters. 
the A1200 the day af 


Those in the corridors 
‘Mehch introduced 
ranksgiving for only a few 
0," Jeff says. "He had a 
1800's, and no inventory of A1200's, 
re neatly died that Xmas, He aid it again the 
198 and that was all she wrote 
1080 in Europe, whare the Amiga hat 
ating despite ts best of 
the team couikn't stap Cammodare as a whole fram 
going down on 29 April 1994. "in spite of the fact that | 
should have had same major clout from the A600, they 
clint isten to me,” Jeff laments, “Oh wel, it was a 
fur ride while it lasted.” It's fair to say that the majority 
of Commodore's engineers who lost their obs that 
day shared those feelings. Commodore UK, successful 
enough to not be liquidated, poole 
together and vied to take over the company as a 
Wihola. ft was seen as the frontrunner, and at several 
Points it seemed lke Commodore UK's takoow 
would to Amiga} was a done 
clea — out pt dwith 


next Christ 
For 


1995, and Commodore UK's clasu 

though it orginated in @ country 
only ever be a bit part player, the Amig 
successful enough that in many ways you could 


———_—— 
————— 
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consider the UK and Germany Amiga's second home, 
particulary when you consider not only the sales of 
the machine, but the sheer amount of ga 
software that was created by European develoers for 
the machine. The Amiga leaves behind no end of fine 
‘memories, and these who were closest to it leave 3 
‘reat legacy. Chris Huelsbeck est by saying 
‘Amiga was a leap forward when it was mtroduced 
|am looking back fondly and a bit sad how it ended, 
but 'l never forget the good old days, t 
Creators and all ha fans thar made it agpen!" He 


ums Up 


makers, 


We'd like to thank all of our interviewees for 
their help. Jeff's writings can be found at 
porterdigitalsignage.com/Blog.html. Chris 
‘can be found at huelsbeck.com. The author 
‘would also like to thank Adam Spring 
(Remotely Interested Podcast) and Zachary 
Weddington (Viva Amiga) for thelr input. 
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to keep 
be cg gamete rived on two 


, Mitch 
‘5s who 


‘or many of today’s gamers, the Electronic 
Arts logo brings to mind the war-torn maps 
of Battlefield 1 or the ma 
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ROAD-RASH 


ELECT PLAYER 
= & 


cS 
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Using an algorithm to estimate the curvaturo ofthe road, 
and that aciually became the bass for Road Rash 

The game would go on to clude Calfornia locations 
as tracks: “I used a data structure that'd 
creaming about in the shower and perfected" Dan 
recals. "With the Mega Drive's memory, | coud have 
done 802 mies of unique roads... | could have mapped 
sult al of the Calforia coast prety accurately 

Also brought onto the team after the project was well 

ical 


Underway was Arthur Koch, whe file : 
role of lead arist. "I ended up becoming nvatved in 

aimost every aspect of the game," he says. “One of tha 
problems was that everything had fit nto 2 64-0 
palette, and that was hard for alot of artists to grasp, 
ng al the art to conform to the technic 
and traning peonle on the in-house tools, 


requirement 


cording to Randy, a large portion of early 

development was devoted almost ently 

to achieving a sald driving visual. “It took 

me about six months to really get a 9° 
road effect,” Dan adds. “And when | finaly go 
effect down, people saw it and got iso | thought, “Ah 
That's it Itworks’ I's tuned down inthe fal game, but 
tty amaang his in that fist iteration, 
nitty 
floaty bike physic Lup being a point of 

1 with management, Yet Dan convinced the 
sults to give hin 
tense," Arthur adds. "| 
meetings happening {with management | didn’t get 
What they were saying, but they we 

ng pretty loudly, and thay weren't agreaing 
Road Rash refused to be a run-of the-mia motoreycle 
Cops, who would chase players clown and arrest 
them if they crashed, were added for extra racing 
tension, "I went down to the pote depariment and 
talked this motorcycle cop into posing for photographs, 
Arthur says, recaling a time before Google mage 

| kind of find i strange that they even let me 


note artistic beence, "It was kind of 


amber some closed-door 


MOTO RACER 

ic 

Developedliy Delhine Solware 
and pubised byone other than 
Electronic vs, this arcade tie 
offers asphalt chilseekers both 
traonal street and offroad tacks. 
The presentations elesn the 
rapes ae bright and sig 
the racing ie downright fast Ut 
ther LAN o spit sereen ts 


EXTREME-G 
1997 

wan Nir 
that answers the qu 


ystopian, distant tomore 


fest challenges he genera notions 


oy 


vpside down as thay bate out for 


firstplace 


racer from 197 
What 
reyes be kein 3 


ty, allowing players to race 


Kl used a data structu 
d ire that I’ 
dreaming about in the ace 


Dan Geisler 


do that, I dub today if I could 
half hour and pasing for sc 

Road Rash’s boundary-pushing was further solified 
by giving payers the andy to attack other ndors. The 
was part of Randy's 


8 cop into taking a 
photographs! 


invades 
origina pit 
effectively leave the game without a neat, designated 
place on store shelves. And as Dan points out, this 
hue created a conundrum ‘or EA's marketing team, 

So I'm doing all the road effects, and meanwhile 
Randy is fighting the battles wi 
‘Ais very markating and salos deven, and they 
‘gat uncomfortable n't put somathing ina 
Pig le game? Is this a fighting 
‘game? Wel, it was a fighting and a driving game, but 
before this, there wete never any games in that 
fist game was confusing for everyb 
‘Arthuradds. "Marketing cit realy know he 
place it, because t was approached as a moto 
simulation, and then we added combat, but the 
producers were sim guys, Dan and | came f 
arcade/action background, so there was quite a struggle 
tween the davelopment team, the producers, and 
then marketing and the executives of haw to place the 
‘game and how to describe what the game was 

To Dan, the game was specal, “Hang-On bet 
‘was a game |ked, but thought it was irited—no 
hils,no punching, no kicking, | respect Yu Suzuki, but I 
had tin my mind that this was going to make Hang-On 
‘obsolete, And | 
tad Rash being enly several months into 
development, EA wanted to promote the game at the 


manager 


nk we kind of accomplish tha, 


MOTOCROSS MANIA 
{oe 
{Opting for an eniralyefProaa 
aporoach Take ZInteractive and 
Debus Sta 
sports 


two-wheel release 
me elaively drab graphic, 
Fortunately, he gare makes up for 

me fu, oaly 
a oer player 
decent reedom between jumps. The 
thea game is the series adie 
bike combat, 


the plain vial 
physes andra 


Part 


TRIALS FUSION 


Upcoming CES as a show of support for the Mega 
Drive, a prospect the team wasn't exactly thriled about, 
As expected, it didn't show well and had to be reptched 
atleast twice to avoid cancelation. After an extended 
‘and a half n development, oad Fash released in 
the fall of 1281, and lo and behold, the genre-less mato 
wonder proved to be EA's most prfiable tle to dat. 
Bofore Christmas of 1981 was over, the pul 
had futy committed toa sequal, and now that the 
‘new genre had been established, there was muc 
less intemal confit regarding its place inthe atk 
‘Marketing cich't know what the f**« the first Road 
Rash was, but they loved the sequel,” Dan 
‘Once they knew that new gent 
thay were all overt 
The timeframe to finish a Road Rash follow-up was 
Indood tight, but atl starting 
‘We rad already gotten an 


team woul 


> 


with a core game. 


2 


Miesiones exercise nthe 
Isperhaps the 


Pinnacle of two-wheeled driving 


Forza, and thus doesn alienate 
graphic 
weve cometo expect rom 


are, aswel as plenty of 


yaa set 


of obstacle courses while completing 


Challenges and sting nen world 
But fair warning, the game 

1 ge infuriating ditfict, so 

having few spare controllers ha 


might not be bad ides. 
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WEAPONS 
OF CHOICE 


Well, youre hardly going to win 
by playing nice... : 
cLuB 
Classic blunt and etc 
rrhig beats the Neanderthal 
_smpliciy of the common cash. 
Easy stolen rom other riders and o-opedfor 
00d ot fachined bludgeoning. 


Sra CATTLE PROD 
‘Sometimes bunt force just wont 
sutfice, andthe stakes eallfor 
someting with a tad mare voltage, 


Charge itup reach out and ge an unsuepecting 
biker suitably shocking, How do you do? 


HAIN 
aN) = Noting saysroadrage beter 
1 than a healthy length of rusty metal 
linkage. The user directions are 


imple: one hand stays on the trot while the 
ther swings a asso of tetanus, terror and pi, 


re MACE 
Fea here's anything that pus 
damper on dangerous ike 

competion ts acancfmace. 


Usefulfor keeping the freeway mozqui-(ree and 
‘eling the faces of riders who venture to close, 


NUNCHAKU 
‘Contrary to popular belie gaming 
ninjas don'thave arponopai on this 
versatlemartial arts weapon, An 


Unorthodox tol that mines surprisingly well with 
‘legal motoryele racing. 


=a OIL CAN 

BANG = sce om Marr 
Volng bape eat 
etc cg cn oped 


across the roadyay to wreakhavoc on the 
competion stration. 


Spam) CROWBAR 
‘Sure, one could use thi metal tool 
Asintended and pry open a stubborn 
box or door But wy net experiment 
alte and pry the nearest rider clean off his bike 
seat Robbers dont know what theyre missing 


> oxtonsion on the first ono,” Dan says, "EA asked 
for itin a year and ittook a year anda halt. Of course, 
EA wanted (Road Rash 2] forthe next Christmas, 
which was prety outrageous to get tall done. On 

the fst game, we spent alot of tme on the tech, 

just geting the tools and doing it ight and getting 
everything together But with the sequel, we had al that 
ateady going from the start, so we could focus on the 
‘gameplay, the weapons, and then really enhancing the 
‘characters and upgrading the animations.” 


/twas decided that Road Rash 2 would leave the 
sun-drenched asphalt of California to explore the 
reat ofthe contnental United States, with tracks 
setin Aizona, Vermont, Tennessee, Alaska, and 
Hawai. "! was trying to maintain a certain progression 
trough the fantasy ofthe product” Randy says, “Which 
_was that the frst Road Rash was @ roots-orente thing. 
Ichappened local, and people would run these races 
surreptitiously and da tham in back roads where nobody 
knew about ther — kind of a Fight Club thing. And they 
_gradualy expanded outward.” 
“Theyre all based on the actual locations,” Arthur 
‘adds about the tracks, “Some ofthe artists basically 


t 
PLAYER B 
BIKE = 
14TH PLACE 
MILES — 
TIM o 
MPH 


&GRoad Rash 2 was 
the first game in Shas 
you could beat, and ge’ 

beaten, by a cop 3 


Arthur Koch 


sémension,” Dan excians. “And that was a bitch. | 
think | spent about three months ust doing that.” And 
2a Arthur add, they were pusting the Mega Drive 
‘substantial, “it put mote limitations on us because we 
‘were showing twice as much stuff on the screen, and 
it stowed the framerate dow which taok away from 
the gameplay. The hard part about the first game was 
{going to the atists and teling them they couldt get 
that mach arton the screen at ance. But inthe second 
‘game, the sot screen rad things even more inited” 
‘Also naw in Road Rash 2 were charming curscenes. 
that would play atthe ond of races. For example, ifthe 
cops caught a player they would shove him int the 
trunk of @ police cruiser, orif a player cit get a podium 
fish, anole woman would dlver a proper cain- 
‘beating "We iiated this idea of @ cinematic sequence 


PLAYER A 
BIKE — 
14TH PLACE 
MILES 

TIME 
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+ Soe anc fan aad aH eg ot eer vais ol ack wel en, 


BURNING ACROSS AMERICA 


Prepare for the road trip ofa life time... just bring your 
favourite lead pipe and a few bandages 


2h rigid environment 


er caped | GRASS VALLEY 
DASH 


nd snowmen. ns ling this Lt 
hy rides may eves catch fence ih can row ap 
Jimpse of meandering to 350 feet inhight. 7 
agimpseo 
from the ceeasional burp, 


eee ae 


[ SIERRA NEVADA _ 
ROAD RASH 


he things ary 


homes and filing church ind 
Bible Bet 
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HAWAIL 


| 4fRandy had a high-end motorcycle that 
we used for a lot of the shots b} | 


Michael Hulme 


> would go worldwide with its locales, taking players 
tonew vacks in Australia, Kenya, Japan, lly, Bra 
Germany, and the Unted Kingdom. "| paintad a bunch 
cof concept styles from the cifferant count 
recalls. "The paintings were rough 
suick, storyboard type things, and in had ten 
paintings done. ied to get a different palette for each 
location so they fet cifferent. There were ten orginal, 
and then we whittled it down to seven in the end 


Ise dloutng in this iteration would be new 

weapons, lke a me 

a cattle prod, all of which players could hold 

inte between races, a fist for the series 
But perhaps most interesting of als the fact thatthe 
game was being developed in parallel to Road Ra: 
300 dlebut. The tiles shared pracuction assets, an! as 
Randy puts i, Road Rash 3 was a “hybrd product 

oad Rash 3 was occurring at an interesting 

he continues, “We were staring to look at the 300, 
and we were looking at other techniques for creating 
assets, We were also looking at tha Maga-CD. It 
became a bridge preduct at some lava! Betwaan Road 
Rash on the Maga Drive and Fload Rash on 200, which 
was develoned wit a cfferent team. | was bringing 
some ideas and techniques across in both directions." 

(One of those shared ideas was the concept of 
clglized motorcycle riders, a feature that was brought 

by an onslaught of new consoles and technologies 
“Back in 1998, the fst PlayStaton was just showing 
up" Dan recals, “and Panasonic came around every 
six months with ther CDi, talking about how everything 
was going to be an interactive movie. So EA wanted to 
‘90 with a more cinema, realised look’ 

‘The 200 was a n of hardware 
and could handle digitised characters wat relative ease, 
but getting those same images onlo Sega's aging 
machine proved to be quite the challenge. “The 3 
assots had to be repurposed dramatically fr the Moga 


2 crowbar, and even 


eration ni 


‘Tin feadlaahagremn soncah puted aor aliver fern woh 
‘hatin parsenvinarei lok 
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e," says Randy. "Effectively, what we had set up 
was a local stunt rr in the stu, anc he was ina suit 
that was basicaly colour-coded so that we could spit 
froma green screer 
those images, touch them up and figue out haw to 
make thom work on the Maga Drive, 

‘Also of nota were the in-game characters that would 
‘speak to players between racas, who were actual a 
EA employees. "Most of them were people on 
jeam," Michael says. 
characters based on the locations of the levels and had a 
‘photographer come in. twas a blast! Randly had a 
‘end motoroycle thal we used for alot ofthe shots: 

Road Rash 2 releasad in 1995 and, as Randy says, 
sold better than bath the frst and second games, "EA 
hosted this launch avant at EA studios and brought 
the press and everything,” Michael remembers. “I don't 
know how much money they spent, but they decked 
out this area with motorcycles. They brought in palm 
trees forthe Braal level, and they had me go-and do @ 
design that went on custom Road Rash 37 


the artsts would reassemble 


So with that, the orginal logy came to ac 
finish, Of course, the series went off to bum rubber on 
‘other platforms, but it ean be argued that the orginal 
sparc has never quite been recreated. “It glves me the 
‘greatest oy to see poople stil enjoying the games and 
having such fond memories," closes Dan. "Rad Rash 
popped up on Raddit one day, and It was just great to 
© how many people had wonderful memories Ww 
brother, oF thei friends, or their dad who they rarely 
spent time with, The realisation of 
enriched by this 


sw many ives were 
5 — it's @ tly magical thing.” Ie 


Huge thanks to Randy Breen, Dan Geisler, Arthur 
Koch, Michael Hulme, Rob Hubbard, and Don Veca 
for sharing their stories! 


Q&A 
DON VECA 


Road Rash 2 and 3's audio maestro 
gives us a glimpse into the studio. 


a5) What was your creative 
| approach to composing the 
| soundtracks for both Road 
Rash 2 and Road Rash 3? 
Tobe hones ust rpped of al my 
favourite jazz fusion players. This ashe early Nineties, 
andl came upon the ate Seventies fusion rs: i= 
mens musi thought he high-energy asin thing 
wide he perfect ve or Road Rash Imtalking Jaco 
ris, Je Beck Jan Harner, ily Cathar, Lenny 
Chick Corea, al those guys ookal had learned 
{ror them putt through myinternal'game msi iter 
tated using te very ited sistem We 
hadback then 


Were there any particular challenges with 
composing music on the Mega Drive? 
Ch hel yeah ts! There was only one mone sale 
ice rab ten youhad shad offour-op FM 
{oles The rick waeto use your enly sample voce for 
themostimportant instruments 0 youhad takin of 
‘mull the ylees 0 only one sare 
anyone time usd the sample vie far the drums, Kick 
spare andh-hat eoudallplay, bt 
beat Then the bass and chordal wie 
fou-op FM voices hich were arp inti 
and youu use aan My secret weap here was 
oul, covered 
the 80 


that our awesome audio engineer, J 
thatrone ofthe ther game 
chipon the Mega Drive, so we ould use exc 
‘sound. twas extremely ited, 
play simple wavefor, lke a square wave butyou 
have lots of therm. write alead tne na MIDI track, then 
duplicate, but ime-shif each MD track by afew 
conds, and lower the MID volumes more an 
track This way, eouldcreate a really 


convincing ead tarts 


How do you look back at your time 

working on the Road Rash games? 

Ive two garnes hat look back on and rely love Ro 

Rash 3 and Dea Space. The diference’s that on Rood 

Rash was ayoung sound designer, 

oo lved every second ofthe project. kw 

btfun, and didi fel 

making cool stuf Dead Space was a great project too, but 
ly, runcing 

is, and missed my Kiss 

‘summer vacation. My advice to young game audio folks 

sion pact lead, Keep making coo| 


| was an audio rector withlots of resp 


aig tear. Many late rig 


Don't accept a 


here's a famous saying which states 
‘that there are only two certainties 
inte, and while death and taxes 
are both inevitable, we're convinced 
‘that there's at least one certainty 
‘too few accounted for, You soo, thoro's always a 
ppedant out there ready to pop up when you least 
sie it, and we're about to lure them all out of hiding 
_with the following statement: Resident Evl defined 
survival horror. “But RG,” they cry, “there were horror 
‘games before Resident Evil And real, dic’ it just do 
alot of what Alone In The Dark ic? 

‘They key difference isin that litle tem ‘Survival 
horror’ ~ nobody was using that before 1996, but it 
Was the single descriptive phrase Capcom would 
return 10. Upon loading Resident Evi, you'd be 
informed that, “You have once again entered the world 
cof survival horror." Go back and take a ook at the front 
cover of Biohazard (Resident Evi's Japanese name} for 
‘the PlayStation, and the words ‘survival horror’ are right 
there on the cover, So the term survival horrors very 
‘much a Resident Evil invention — and within just afew 
‘years, the entre genre was being called by the name 
Capcom had given it. So while Resident Evi didn’t 
invent survival hor, the serios most definitely defined 
it and inspited a whole host of imitators 

Yet survival horrar doesn't nacassariy define 
Resident Evil The series managed to reinvent itself 


* 


' Seanary preterit Bary Burton ned characte a 
trate of endef rie sea 


THE LEGACY OF: RESIDENT EVIL. 


IT MIGHT NOT HAVE PEEN PATTIE: 
ZERO IN THE HORROR EPIDEMIC, yor 
REST SUCCESSFULLY MUTATED THE 
GENRE INTO THE TEMPIATE WE 
KNOW NOW. NICK THORPE SPEAKS TO 
HORROR DEVELOPERS TO ASSESS THE 
SCALE OF REST’S SPREAD ACROSS THE 


GAMING WORLp, 


This ia shat shes rn peed eos lai 


0 drastically with Resident Ev 4 as to be considered 
‘mara of an action game, and that game's influence has 
been primariy felt in this genre. So when we talk about 
the legacy of Resident Evi here, we'te talking about 
the first age ofits design —fixed camera angles, tank 
contro limited inventory and al. 

‘Asis commonly known today, Resident Evi was 
orginally conceptualised by general producer Tokuro 
Fujwara as a spiritual remake of Sweet Home, a 
Famicom RPG based on a Japanese horror fm, to 
be directed by Shinj Mikam, That game had included 
many elements that would later make it into Resident 
Evil—the mansion setting, supernatural ene 
a heavy emphasis on puzzle solving and inver 
management, the gradual revelation of the game's 
plot vi ckary entries and other notes, and even the 
‘opening door scene that serves to transition between 
rooms, Despite this, the onginal plans for Resident 
Evi didn’t have a tremendous amount in common 
‘with the final game. initaly, the game could be 
played co-operativaly, and the cast was comprised of 
{ryborg protagonists, including the hulking Gelzer and 
diminutive Dewey as wel as the eventual protagonists. 

Realisng that you wouldn't fel much of a sense of 
fear for cyborgs, especially given the original plan for a 
lone mastermind as the antagonist, writer Kenichi Iwao 
rewrote the game's scenario, What he came up with 
was the concept of a mansion in aremote forest, pe 


FETROSATERANMLAL | 


Here They Lie's codirector on the impact 
‘and reach of Capcom's masterpiece 


When did you first 
original Resident Evil, and what 
impression did it make? 
Resident Evil came out when | was 
sophomore in igh schoo, and | 
remember ithaving a big impact on me. 
| was a huge fan a herar in general, but 

specially of horrar games ike Doom, Spaterhouse, and 

Castlevania, Resident Evi tel efferent, Instead of x horror- 

‘themed carnival ride, the entire experience came together 

_35 2 device fo creating realistic tension and dread in 

‘unpredictable fightor-ight scenarios. Resident vil stuck 

ith me when | wasn't playing it~ this mechanism for 

‘creating far. haunting me unt | had the courage to 

Jump back for more 


What design choices heighten the feeling of 
dread in Resident Evil? 

‘The apparent roughness inthe design choices really 
rade Resident Evil fel antagonistic to me as a player, 
and that was very attractive to me. The game mechanics 
themselves remind me ofthe way Ifelin real life when 
presented witha frightening scenario. Even the linitations 
‘ofthe camera addt the heightened tension as you are 
constantly trying to get a better look atthe threat thats 
coming atyou 


What stands out as the most memorable moment 
from the first Resident Evil to you? 

‘This is probably acop out, but those damn zombie dogs 
‘gt me the ist time, and stil get me to this day. The 
‘hocking way that they leap into the environment, and the 
horrifying whimper they make when you finally kil one... 
ital gives me the shivers. 


What elements of Resident Evif's design have you 
incorporated into your own horror games? 

‘The oppressive fling I felt in Resident Evils something 
that have pushed in some way, in nearly every game 
Ive worked on. The scarcity of powerful weapons and 
ammunition can reall allow you to walk the razors edge 
‘of power fantasy, and anxety-driven terror. Dangling 

a power-fantasy carrot just out of reach, and then 
requiring the tactical, skilled usage of scarce weaponry, 
ammunition, or atherresoures in high-tension situations 
isan exiremely effective combo. Ive always aterpted 
tobe as successful as Resident Evil was at creating 2 
peaceful, unassuming ulin the combat, horror, and 
‘overal tension ~ just long enough to lower your defences 
‘and open you up for another round of terror. 


‘which has recently been the site of mysterious 
murders, The local police send in their elite STARS. 
(Special Tactics And Rescue Service) team to 
investigate, and after Brave Team disappears without 
a trace, your job isto take contol of an Aloha Tear 
member (Chris Redfield or Jil Valentine) and find out 
what has happened, Taking refuge in the seemingly 
abandoned mansion, the protagonists soon discover 
that t was secretly a scientific faclty aperated by the 
shadowy Umbrella Corporation, and is teeming with 
zombies and other mutated creatures. 

‘The team’s planning process might not seem 
particularly cohesive, and this is something that 
has always been questioned by fans, “The. 
design of Resident Evlis a svange brew of panic: 
inducing survival mechanics,” says Cory Davis, an 
accomplished designer of horror games whose work 


includes FE A.R, Condemned 2; Bloodshot and VR 
‘gem Here They Lie. "There's aways been a lot of 
debate around the ‘eunkiness' of the mavemern, 
camera, shooting, and Ul elements inthe onginal 
design, and whether or not this was intantionl. 

At least some of it was defintely unplanned. The 
game wes intially intended to be played trom a first 
person perspective —a feature which had numerous 
benefits such as a limited field of vision and intuitive 
movement. However, this was quickly scrapped due 
to the fiited 3 power of the PlayStation. Instead, 
Capcom's designers adopted the use ef polygonal 
characters over prorendared backdrops, a technique 
seen in the earlier PC ttle, Alone In The Dark. This 
enabled the team to use high qualty models for the 
characters and enemies, but stuck them witha fixed 
perspective for ex 


himately, the camera was 
something that the team was able 
10 turn to its advantage, “You have 
this sort of tunnel vision, and ara 
constantly unsure what things that 
might lurk around, explains Thomas Grin, designer of 
Amnesia; Tho Dark Dascent. “This means yau start 
langers might be near and eventually 
‘you end up scaring yourself basically” Wright Bagwell 
a veteran of the acclaimed Dead Space series, 
‘concurs: "When things get quiet and rooms feel 
mysteriously empty, people freak ou expect 
something to happen, and keeping them in that st 
of tension is whore the real magic of any horrar game 
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S&S THE LESACY OF RESIDENT EVIL 


BY THE NUMBERS 


We take a look at just how successful Resident Evil is 
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>. 8.8 MILLION 
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or fm happens. Nothing that you put on PLAYSTATION 
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RESIDENT EVIL ZERO 
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thers behind. Even your ability to save is limited by 
the need for Ink Riabons. Uhimately, you're forced 
to eliminate only high-priority threats. “The way the 
{game forces you to traverse the map and learn which 
spaces are safe or not allows you to really build up 
some suspense and dread,” notes Sam Barlow, 
whose design and writing credits include Sent Hil 
COngins and Silent Hil: Shattered Memories. "You have 
to (frequen rack through narrow corridors, 
where you know there's a goad chance of you taking 
a ht from a zombie you left behind,” 

The use of zombies as a primary enemy proved 
to be a great fit for this gameplay template. They're 
slow enough to avoid, but resilient and dangerous 

in groups or tght spaces. “They're somewhat 
precéotable and understandable... s0 i's easy to 
‘weigh the odds and feel them tip against you 
notes Sam, "Zombies aren’ about the primal 
road of some horror, but tap into arising panic 
works well with videogame machanis.” 
For Thomas, the zombies alsa represent a 
smart technologeal choice. “Creatures ike 
zombies ate aso very good for A,” he no 
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THE FIRST TIME; 
| THOUGHT HOW 


AMAZING AND POLISHED 


1T LooKED 9 


Masachika Kawata 


“It makes sense for them to just stand around in a 
locaton staring into @ wall if they bump into objects as 
they ty te pathfind towards the player it is just pat of 
‘who they are and so on 

‘This what sets Resident Evi's survival hortor 
‘template apart from other horror-themed games. 
With more flexible controls, plentiful ammunition and 
an unimited inventory, the game would be a power 
fantasy, Howaver, Resident Evi forcas the player to 
‘cope with strict mitations ~ you don't want or even. 
try to eirminate every threat, but instead try to make 
“smart use of the resources you have to make it out of 
‘your predicament alive 


wasn't working on the series when the 
first game came out, but | was working on 
something olso at the time and | cistincty 
remember the frst time | ever saw Resident 
Ev" remembers Masachika Kawata, now 
‘a voteran of the series who is currenty producar on 
Resident Evi VI. "Ths bug check QA period for my 
tile and Resident Evil were aligned at the same time 
and back in those days we cidh't have staff that cid 
A specifically, The dev team just had to do al 
bbug-checking themselves,” he explains. "When | was 
ding the bug-check on my game I saw the guy nex 
to me was playing what | later knew was Resident 
Evi, Seeing it fr the fist time, | ust thought how 
‘amazing and polished it looked, so even though it was 
before the game came out, that was my very fist 
memory of the series.” 

Despite imoressing their coleagues, the Resident 
Evi team wasn't convinced that the game would do 
well, with the game penciled infor sales of around 
200,000. Ifthe game had any major weakness other 
than an unproven market for horror games, it was the 


THE LEGACY OF: RESIDENT EVIL. 


THE ORIGINS OF SURVIVAL HORROR 


Capcom's game certainly refined the genre, but wasn't necessarily the first game to introduce the genre's key tropes. 


SLOW MONSTERS 
‘AS SEEN IN: HUNT THE WUMPUS 
I The use of slow. but dangerous 
ronstrsis ein the genre at 
ives youa chanes to decide whether 
1 combat them ar avoid them, 
Needless to say, heaters 
sometimes the best option. 
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game's incorporation of human actors, The opening 
video sequence and overall voice acting carried 
heavy B-movie flavour, with some toe-curing dialogue then cutting 
delivered with enough ham to stock the navon's deli edge capabiltes of the PlayStation to the fulest, So 
ntors twice over, It ultimately didnt matter —eriical it wasn'ta tile that had one gimmick and the other 
‘acclaim was widespread and ell features were faling by the wayside ~ it realy hit all 
2.75 milion copies, making ft the company’s biggest ht those marks so successfully with horror, gameplay 
since Street Fighter. The game would further and technological prowess. That was such a great 
PC and Satur, before being updated combination which made a perfect storm for capturing 
the minds of gamers back in 1996 


smeplay 


weren't realy many horror games back series, adding 
then, so this was maybe the very first game that you Resident Evil2 at 
could say was tly scary” says Kawata, explaining 
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OUSE OF HORRORS 


‘As one of the most iconic locations in videogames, the Spencer 
Mansion holds some truly memorable moments... 
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CEILING ROOM 
1m Youcan grab shotgun inthe room 
next door to this one. However, youcant 
Just pluck off the wal ~ nls 
replace it with broken sh 
room's eiing ap wil 
become a Jil Sandwich 
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TEA ROOM 


sepeats tobe tending to one of your 
fallen comrades Oh, nevermind he's 
feasting onthe poor vetinsinnards. 


Get your weapon ready 


anit! 
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> rookie cop {Leon Kennedy) or college student (Ciaire 
Redfield in the virus infested Raccoon City with no 
‘obvious support. Adltonaly, the game took place 
across two diferent scenanos and your actions in one 
‘could affect your play with the other character ~ for 
‘exemple if Clare grabs the submactine gun in her A 
‘scenatio, Leon won't be able to take it when he visits 
“the seme room in his B scenerio. Despite troubled 


which the whole project was restarted 
the game shifted 4.96 million 
Seeman and is arguably the 
pe nt 
eet 


Ev he eatkor 
stfors, Clock Te cut appeal due to ts 
16-bit heritage and point-and-cick gameplay, and 
‘Squaresoft's Parasite Eve successfully blended survival 
‘horror with action-RPG mechanics. 

1999 proved to be the year in which competition 
\within the genre really heated up, While the fuly-3D 
Dreamcast game Blue Stinger wouldn't provide much 
‘to worry Capcom, Konam’s PlayStation game Silent 
‘Hill was much more successful in adopting realtime 
3D graphics. The psychological horror of the game was 
a marked departure ‘ram the B-movie themes of other 
‘gemes, Resident Evl included, and the game was 
well-received and successful, kicking off a long-running 
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Though dar eset is ramadesds weasaiing lise gloh we needed pu brn meena. 


SOTHERE WEREN'T MANY HORROR GAMES BACK 
THEN, SO THIS WAS MAYBE THE FIRST GAME 
THAT YOU COULD SAY WAS TRULY scary!) 


Masachika Kawata 


‘series. Capcom was also taking a bite out of its own 
market with another teatime 3D survival horor, Dino 
‘Cisis. The inital game stayed close tothe Resident Ei 
‘formula but provided some teryingly auck enemies, 
alownng the protagonist more mobilty to compensate. 
‘The game sold over 2 milion copies and spawned 

2 setes o its own, though the sequels were more 
regula action games. 


apcom wasn’ content to leave the market 
40 pretenders though, and developed 
the next two games in the Resident 
Evi sates in tandom, The final erty 
inthe original PlayStation trlogy was 
1989's Resident Ei 3, featuring il Valentine's turn 
to escape from the doomed Raccoon Git. Ths time, 
the twist was the adcition of a smart and persistent 
enemy named Nemesis, which hunts you down 
cover the course ofthe game, Capcom aso tweaked 
the movement contros alte in ordor to bettor 
‘accommodate increased levels of action, adding a 
180-degrea tum move for quick escapes. Despite 
a shortor story and no option to choose betwoon 
protagonists, the garve was another eticl and 
commercial success, shifting 2.5 millon copies 
‘On the Dreamcast, Resident Ei: Code Veronica 
teamed up Clare Redfield, her brother Chis and 
prisoner Steve Bumside nan attempt to escape 
from the Umbrel-contvolled Rocktor stand. For the 
fist imo in the sores, envionmonts were rendered 


The caret Rene fl aed ra rare, vo an ie 


in realtime, elowing for some camera movement 
{ethough this was stl predetermined! and the adition 
‘of first person fring fr some weapons, Between its 
Dreamcast debut in 2000 and the PS2 conversion in 
2001, the game sold ever 25 milion cops 

The last two classic Resident Ev adventures were 
teleased for the GameCube, the platform Capcom 
had already chosen for Rasident Evi 4, 2s part of 
plans to consoldats the whole series ont a single 
platform. The fst of these was a modem remake of 
the original Resident Ev, created because the team 
believed thatthe game's visuals and localisation had 
‘aged pooty. The resulis were stunning -as well as a 
visual upgrade, the game kept series veterans on their 
toes with areas that had boon cut from the original De 
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MANSION OF MADNESS 

a Thevast majoiy of Resident El Vi takes 
placen anole plantation manson, whieh 
gst the Baker family. I's extremely 
ilar tothe original Spencer Mansion with 
ios oflocked rooms to access via unique 
Ieffrssty captures the same white knuc 
tension hat gamers experienced 1996 
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reo smeanl 


Ingenious effect to show ahidden room nthe 
bulding is just one example ofthe clever puzzles 
that ein store fr youn the final game 


SIMPLE, BUT EFFECTIVE PUZZLES 


(aly 


Resident 


surroundings 


il test yourbran aswell as 


to maintain that balance for Re 


Inventory and 
pod jb of deseriin 


game, as wellas the introduction of the dangerous 
(Crimson Head zombies that mutated from any regular 
zombies kiled early in the game, Despite the high 
‘quality, sales of 1.35 millon was a cisappointment. 


esident Evi Zero was ongnally 
announced for the N64, but moved to 
the Gamecube due to development 
issues resuting rom the older 
console's memary imitations. This 
prequel folowed Rebecca Chambers of the original 
game and escaped convict Bily Coen as they 
attempted to survive an outbreak of F:Virus 
infected leeches unleashed by the creator of the 
virus, James Marcus, The game implemented 
‘anew "parmer zapping” system, afowing the 
player to switch between the dual protagonists 
at wil, Resident Ev Zero launched in 2008 
and retained the amazng visual qualty of the 
GameCube Resident Evl remake, but also 
achieved a simialy-disappointing 1.25 milion 
sales due to the Nintendo platform's weak 
axdoption and the general feeling that Resident 
Evil Zero was ultimately more of the same from 
he genre, 

By this point, even sories that prodatod 
Resident Evi had adopted its conventions 
2001's Alana in The Dark: The New Nightmare 
‘and 2002's Clock Tower 3 were now claser 
to Capcom's series than their own origins 


Whoa tewsthtfleath wo hidra muhsontie? 


EXPLORING THE UNKNOWN 


was just s much about exploring 


denizens, Amazingly, Capcom has been able 
ident En 
‘enabling youto examine varius objectsin your 
cny, The serpted ext does 
creepy surroundings. 


AN UNSTOPPABLE FORCE 
The Nemesis was a ruy unstoppable 
nature fram Caps 

which would urn 


rararsthis Resident En 


members ofthe Baker family 


show upto tere 


66 THF RESIDENT EVIL 
GAMES WERE ARTFULLY- 
CONSTRUCTED 
PUZZLE BOXES ” 


Sam Barlow 


Capcom was aware thatthe series was in need of 
revitalisation, if not the entre gewe, Despite the ongoing 
success of Resident Ev the company spared no effort 
to make sure that Resident Evi 4 would achieve that, 
scrapping multiple attempts before hitting upon a racial 
revision of the formula that itched the zombies and 
Raccoon City for a more action-oriented sive of game 
set in rural Span. The game was an enormous ertical 
‘and commercial success, but one which moved far 
‘away trom the onginal sural hort tempate. The 
game created a legacy al of its own, one which further 
Resident Evil sequels have folowed. 

But while Resident El left survival hortor behind, 
appetite for the genre remained. fel to @ diferent 
‘generation of developers to dive the genre forward, and 
teach has had a cifferant approach. For Sam, Silent Hi 
has dfferentated itso through tone. “Silont Hil games 
‘are naver about the mechanics, whereas the classic 
Resident Evil games were artful constructed puzzle 
boxes,” he notes. “Sient Hil games are messy and 
should lack resolution ~ they should plant themselves 
in your head anc go, Whereas a Rest 
Evil game is something you can solve and win, The 
charactors in Residert Ev ae ciphers and fartasy 
‘costumes, whereas the peapla in Slant Hill are real and 
it's their stoves that are the point ofthe whole thing, 
Additionally the team at Cimax was deiberataly yng 
+o break the mould, “We tried ~ as best we could -to 
{ny and tear up the rule book with Shattered Memories 
and were, perhaps not explcty, but at lest imply 
trying to not incomorate elements from Resident Ev," 
Sam recalls, "I felt wrong that such a specific 
hadi become the dorninant form for horror games. 

“That motwvation to move away from the norm, 
also drove the Dead Space series. “Gien Schofield 


I Thelisted ammo found inthe earber games 
meant that every shot counted Fleeing over 

fighting was at 
scenarios, andensuredyouhad ago 


ecommended nm 
chance 
surviving encounters, We've been erred to 

once again, become 3 
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‘ally wanted to prove that his team was capable of 
‘succeeding at doing something risky at a company 
‘that hated taking risks,” Wright recal. “The goal was 
tomake a game that dldr’t have to root you in place 
\when shooting to make combat eicit panic and fear, 
+50 thin thatthe game fel bit more fama to 
‘those who play shootes,” he continues: “The team 
«an incredible job at that. There were sceptics 
that thought t couldn't be done, and it was one of 
‘those great moments when it fet so good to prove 
‘old assumptions wrong.” Not onl did Dead Space 
become one of the most highly acclaimed hoor 
‘games ofthe generation, it spawned successful 
‘Sequels and spin-offs, making its own mark 


‘owever, fora designer further 
removed from the influence ofthe 
‘orginal games, avoiding comparison 
with a tan ofthe genre is not so 
much af a concer, “While RE was 
reall influential, | arm not sue | see there being ary 
issues with esceping its shadow. There are so many 
‘simple things that one can do tobe different.” Thomas 
‘asserts. "If you keep the things that crive the game 
at a holistic level, such as the mixture of action and 
ppuzzes, or how encounters are setup, I do not think 
that many peopl wil eal is too Resident Evi.” 


seared from dogs jumping tough 
bring terrorised by cantankerous crows. True 
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scares more sy 
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‘constant jugging items nthe fist game due to 


‘se dont assume 
‘siya around the Bakers mansion 
rth goodies. You just end up 
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asd Zsa aes parte sense aan acon stn of ap ardor on, 


Its now Capcom that is looking back tothe eary 
Resident Evi era for inspiration, “i's hard to workona 
setes in Japan because there's so much expectation 
that builds up over time, but you aso have these big 
turning poinis where you realise that you have to make 
‘a change in order to make the series continue,” notes 
Kawala, who believes that Resident Evi Vil wil be one 
of those major turing points. "The big change from 
rocant onines is defintely that we're taking it away 
from the action thet was becoming prominent with 
the lator games and ro-estabishing a focus on fear as 
key concopt ofthe game." Indeed, ke some kindof 
Biological mutation, Rasident Elis now feeding of the 
instars it spawned — the fist person perspective that 
has become common in other hortor games is now 
key part of Resident Ei Vl as is VR technology. 
Untimately, the horor of Resident Evi and its 
‘successors comes down to you i's your reaction that 
matters. “Horror works best when you ean empathiso 


withthe characters. The keys that you have to relate 
to thom, and they have 10 be expanencing resource 
constraints that make thom foo out of contol” says 
\Wahe. This is something that Kawa also beboves, 
and has tied o convey in the latest Resdent Ev 

SSomating that can obstruct the player's ait to feet 
fear forthe cheracors [if they ee! they can handle 
the stuaton, but now you ae a erdinary person in an 
extraorinay stvation and isnot given that theyre 
‘going tobe abo to get through this n one piece. 

‘So remember: when youre in an aera comdor 
whore you's sure that something i lurking inthe 
shadows, youre desperate need of heaing and 
yout stuck with ony practically useless knfe to 
fight off enemies, it doesnt mater how youre viewing 
the action or whether you'r fighting alens, dinosaurs 
‘or even zombies, What matters is that you'e seared 
and Resident El provided decades of ingpraton for 
lust those sors of seaes. 
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Everyone wants to be a pilot after watchin 
Star Wars, and Factor 5 and LucasArts =. - 
delivered the next best thing with their series 
tie-ins. Nick Thorpe is your copilot on this 
mission to Find out how they were made... 


th othe cxibmnert octe on the way deca a bur around the sores or ho. 
revitalisation of Star Warsunder fist me in years, Whats more tyouygnore the fg: 
Disney's ownership, it’s easy to forget arc focus on videouarnes, Star Wers was stl delivering 


‘that the latter half ofthe Nineties the good. The ikes6f Dat Forces ana thé Xning Sones 
‘was a magical time to be a Star Wars fan, Tho were hits, and even the misses had some meft. sootg 
orignal tlogy was remastered to unanimous acdlim and Squadron defnitly became one of the his: eae re 

‘absolutely no controversy whatsoewer, and production. ° was a non Star Warg LucasArts game 

‘was underway on the fist fimin the beloved prequel seed of what wouid @ventualy betome Rogue: 

tiogy, Star Wars Episode I The Phantom Menace—a fim. "Welgd been fescnated byreakinie| 20. 


whe woul fay saaty fans’ desis for mergalaction, engines since the casi ar Bit computer game 
lvade negotiations and butfoonish CGI mascots. Nou'te " Rescue On Factalus in the, eadyFightes,” exons ° 


really selling your argument hete, Nick — Ed] * Julian Eggebrecht, cofounder of Fattor 5. Infact, the two, 
Fo, ee Nineties gave us sore emparios had made sore headay ona Soquel cle 
of the most ex dhisive Star Wars media. @ * Retum To Fratays forthe Amiga in the late 


_However, whi t's easy 1 cise the fnished products - before deciding that she Hardware count sutficienty 
Inhindsgh, the smo fact hata rnew,Star Wars fim was advance the concopt. "By 1994 it wa clear thatthe frst 
= generation of consoles made for 2D wiould have the right 
‘mix of technology tgatiemot the garhe again, nde * | 
‘signed yet another contract with LucasArts for Retum to : . 
Fractalug” Julian continues, "As fate would have it right 
‘around that time they signed a three-yame exclusivity 
‘dea for Star Wars games on the shiny néw Nintendo 62, 
J We had been begging them fora whe 0 give us 
yoatve agc68s to Star Wars, so ther president Jack 
Sorensen decided to aly gve in and granted my wish 
to tum our Facts project into a Six Wars game.” 
More inspiration was provided by Shadows Of 
“The Empire, a Notendo G¢ launch tile which wast 
consistant enough o bea tue dassc, but had sore very 
impressive high points. The Hath snowspeeder level 
‘on Shadows Of The Empire was recognised widely as 
* ona ofthe most in, playable portons ofthat game, The 


‘heap eas ti prs vin cei 


5p seretinseaue yous 
wll sowe 


intial pitch wa to tak that and expand on,” exians 

LucasArts alumnus Ryan Kadfman. As a basis for the 

“ Garr, ths was a instant erenttng fcr rom 6 
= ‘the existing Star Wars combat fight games’ "Making 

‘ : an Xing game for console was never ven unr 

: +. #:consieraton” Ryan confims: "The Xing fanchise 

was doing quo wel on PC. | think thy. wise-dosded to 

rake Rogue Sa.ecion mere approachacls, fora console 


ROGUES GALLERY 


+ © autionce used oa efferent kind of gameplay” *. 

. “The wo camoanos sot th budon coc handing fF) JUAN MIKE KEITH 
Gitferent aspects othe game. *FontorS made the = % EGGEBRECHT Saltware engineer, ace 
engine, worked closely with Neer toiraxmise vsage | Foohems fe Soabon Leese ait Se 
of te N6d, they wrote the music: hey were he genesis Dirt, ogee Ladera 
of the dea,” expr Ryan, "Lucas swe close Abel Se J 
partners with them, helping flesh out the actual content, Wz) RYAN = CHRIS 
sed mao sie ver tus oe Se Nee ) KAUFMAN "| CRAWFORD 
This wed be the ree that Ryan wou play durng adie  Blisnaisiars 
deyolaoman “| was a love! dese at that pon, nd es Soe: powbeemaaas 

+ Fd worked on Outiavs and Jol Kright" he continu.“ feel 
° diet krow much about fight ection games, but knew 
hon to make aleve that ‘ek ike a story unong” JAMIE 
"My plc wes tomake Rogue Squadon a realest UHRMACHER 
ofsheovies, ee-oaring acon game, butLucasfim * —* F Mato dasign deter, 
licensing granted only part of i" secalls Julian. “What 9 ogue Leader and Rebel Strike 


‘they cd alow was to max orignal content with battes: 
from thé movies —we had to stay onginal incur De 
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> story” The plan to full ths goal was to nstead adapt 
thor Star Wars meda spoof, the Xwing nowls, 
“iptaly, Mark Hegh- Hutchinson had culed a bunah of 
Intarastng Rogue Squacron mis he novels 
Yeu wore going o lay as 8 membor of Rogue Squadion, 
pst Retum Of The Jed, and folow those missions,” 
‘2cans Ryan. “That's why the Mon Cala mission 

is n thee. remember comet, tsa scenar that 
[pappened in one of the comics. 

However, retling the Extended Unverse stores 
8007 took aback saat 10a more commercially appeaing 
approach, which alowed tho gama filin tho blanks 
‘batwgen fms, as Ryan roca. "When Kove Schmit 
(cad eve designer and | came on, we pressured Mark 
to make Luke Skywalker the man characte, and set 
the missons most between A New Hone and Emove 
Sikes Back. He went frit!” ILwas an approach thet 
‘would t have been feasbl in years pas, but bythe 
64a consoles had the power to delver immersive 
‘Star Wars expetionces on par with cher media instead 
‘of boing simpo tein products, thay coud bocome part of 
‘the Sta Was story in thos ow right 
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ROGUE SQUADRONTROGUE — 
LEADERREBEL STRIKE 


‘With the setting finn in place, the fee! of the game 
had to be nallod down, "Our bast design for Rogue 
Squadion flowed very naturaly from my main inspiration 


for how a 3D Star Wars game should feel and that was 


the 1983 vector arcade Star Was game from Ata" 
“explains Julan. “Iwanted to merge the free-roaming 
intuitive gameriay of Rescue On Fractalus withthe 
‘guided, on ras, crazy visceral movie-ix& feeling of Atan's 
Star Wars." However, ths proved io be a dificult task 


‘for the programming team, “ia, making the fight 


cranial feo! really good was a dificult thing t get right. 
There's actualy a huge amount of dference between 
‘designing a snowspeader and designing an X.wing 
yan remembers. "That caused Mark Haigh Hutchinson 
alt of ref, getting that just ght. He'd often werk al 
dy and bring us a buld to test, hoping he'd finaly naled 
it-and we'd shake our heads, ‘Sorry, buddy, not quite” 
But he kept att xept having creative breakthroughs and 
‘eventual, made something pretty soacia” 


hat wasn't the only challenge that the 
‘teams struggled with. Whie the Ned 

had na problem cisplaying 3D graphics, 
programming 3D movement was a diferent 
mittee. “The other big problem was the enemy Al- they 
couldn't fy on ther own. It was too processorntensive 
1 calculate fight paths onthe th, so we had to create 
splines the TIES and other fying enemies could fotow,” 
remarks Ryan, "Befeve it or not, most of the fying 
enemies were generated and followed stnct spline paths.- 
(Only a fow were free-fying enemies. And funny enough 
‘hose were not very fun to fight! As lave designers, used 
1 creating scenarios where the enemies had robust A, 
we had tp adlust how we designed combat” 

Late in development, another problem reared its head 
= the teams hadh't actualy been developing the game 
fora standarcN@® console "We had mSte the mistake 
‘of developing the game with the memory expansion in 


B-WING 
ROGUE LEADERIREBEL STRIKE 


(€We got the 
Okay to secretly 
include the Naboo 

Starfighter 99 ‘ 


: Julian Eggebrecht 

place at al mes, and not inviting accoss for the artists to 

‘that memory. When the time came to ship the product, 
* we feared we might notbe able to bring it back to the 

‘eur mogabytes that anormal N64 had!” Juian adi. 

Facing the possibilty of havng developed a game 
that was beyond the consol's capabiltis, LucasArts : 
‘and Factor § tied two simuitaneous solutions, "While 
‘also desperately working on compression techniques, 
‘we mede’the pitch to Nintendo to tun a problem ints @ 
\win by releasing the harcware expansion, They hadht 
planned fort sinco tt aways was meant tobe a part of , : 
‘the 64DD add. crv, but nota standalone eect.” 
Forunataly forthe logue Squadron stat, hy had hola 
‘rom an unexpected extemal source. “We were lucky 
‘that Acdaim's Tuck 2 team ran int the same memory” 
‘problems anid also itched Nintendo ths idea for that® 
very same Christmas period. That gave enough weight 
1, and fialy they rented" In the endl, the team id 
‘manage to fk Rogue Squadton int asian N64, but Cat 
‘owners ofthe Expansion Pak got an improved experience 7. + 
inthe form of ahigh-reschston made, * sili 

‘Desnte the chalenges, Ryan comambers that hilt . 
ccolleagues from the other tear found time to have 
fun. "The Factor 5 guys were classic consdle game’ 
* programmers ant designe, To them including 
unlockables. thet was just Wha you tid You owed . 
ittp your fans!” OF couse, ance the ucasArts tea) = 
‘yealséd thatthe game, was ogg Riga cng 


j THE HISTORY OF: ROGUE SQURDRON 


‘The mission design director provides further insight into 
Rogue Leader and Rebel Strike 


= Prawelogt gators a Bsinragires one vicky y= 
‘acts nth geal gape 


they could help but gtin onthe un. *We goin that 
‘00. Ryan canfims. I crated the Beggar's Canyontewal , 


and thetbonus Hots vel And Jef Kuri dowlopedthe 
Death Star IMB— kind of fifi ” 
However, one secret stands above al the gies: 

ito latin the rodueton pele wid gets okay to 


secretly include the Naboo Stérightr as dephyidden. 

unlockable, and managed to keep thd a secret unt the * 
thovie came out" JAfan peuiveqlans. 

When Siar Wars Roguo Suacion was load tor * 
[Nee and RC December 1998, t was a cigs suncess 
The of fee-oarring fight and ntitve 
coh game's missions ay to play, and 
with a Varisty of missions renging ftom protecting frendly: « 
+ targeisiowetrc-and-destcy puting, jhere Wes plenty 

todo. more, it was technicaly stunning —few 


ROGUE SOUADRON ROGUE 
LEADER/REBEL STRIKE: 


* __ TE BOMBER oe 
TEBE STRRE \ 
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‘What was it lke working on such 
high-profile games? 

‘Rogue Leader was the Fst game | worked on. It was 
an ineredibly exciting, exhausting and memorable 
‘experience. We were a salam and hungry to 
prove ourselves. The cam realy bonded under 

that eompestve sprite create he best GameCube 
Launch tite. The postive reaction tothe Space 

Worl debut certainly energised us. mineredily 
grateful tchave stared my game development carer 
onthat projet with that tem. 


What additional benefits did working on 
the GameCube provide? 

‘The GameCube certainly provided increased graphical 
horsepower to recreate the most realistic Stor Wars 
Visuals ta date. That realism is inno small part due 

tothe tireless work of actor's engineers 3 
artists, They used every trick inthe book to push the 
{GameCube hardware tits limits. 


We've heard Rebel Strike's development 
was quite difficult, why was this? 

Rebel Stnla’s development had its far share of 
dlicuites, but paled compared tothe learing 
curve, high expectations and compressed schedule 
‘of Rogue Leader Most ofthe cificultes were related 
tthe character sections, Fist, the fight engine 

had tobe expanded to support portal and sector 
technology forthe interior environments. The aging 
tools struggled to support this addtional tech, When 
the underlying character mode design wasn't panning 
‘out, the awed tools and tech workflow made 
iteration eeut and slow, ultimately hampering the 
abilily to course-correc 


Why were the third-person sections ad 
‘We didnt want to just make Rogue Leader More 
‘Mision: The tam felt good game sequel zhould 
be one third the same, one third improved and one 
third new. The new third was the character sections. 
‘Also, he previous games may have left players only 
‘connecting withthe erat notte pill. So character 
‘sections attempted to support that fantasy flsiment 
ofbeng Luke, Han and Leia, 


How do you feel they hold up today? 
‘The character sections were the weakest part of the 
‘game when wae released, They haven' stood the 
lestoftime, especially considering the emergence 


.) 


‘Nga eatin et Ronee wes ono arate 
eo bie-prer v 


of hird-person cover shooter genre conventions 
following Gears Of Wor Also charaeter models and 
animations tend to age worse compared to vehicle 
andenvironment art. 


‘What was the hardest 
gameplay point of view? 

We underestimated the learning curve or ereating a 
bestin-class, third-person, character-based shooter, 
Much ofthe tam possessed ite genre experience 
and picked the wrong games to emulate. Early 
versions looked 1 Rebotron for inspiration, 

which requires 3 locked overhead camera and 
hordes of enemies. The locked overhead camera 
Aid’ provide te cinematic fee af Star Wars. And 
slaughtering a hundred Stormtroopers fel onaly 
wrong, Dewi May Cry was another inspiration forts 
Light controls, intimate combat and cinematic fel 
However, twas amelee game atheart, 


ing to solve from a 


‘Why was the ability te play Rogue Leader 
missions in multiplayer added? 

It third ofa good sequel is improvements upon the 
‘orginal, then I think the third improved was the Rogue 
Leader co-op campaign. These missions benefited 
from an addtional player, design hindsight, new 
Altech and improved visuals. 


Why do you think the series remains so 
popular with gamers? 

Dogfighting i a core Star Wors fantasy. And Rogue 
“Squadron focused on accessible, areace dogfighting 
‘with movie-qualty visuals 'se25y to pick up and 
play, but ditto master. Star Wors vehicles dont 
sur from the same sort of uncanny valley that 
characters do, so they holdup visually today, 
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<€The gam 
was, conplecalis 
built around the - 

hardware 99. 


wullan Eggebrecht * 


D> success folowed, to a degree the team had 
expected, "We tit ightin the mide ofthe revlease 
silting in people's minds, dod everyone being excited 
about Episode ” Jil explains. “The gare énded up 
boing the most suovessful Star Wars gente for years” 
Pans were quicey satin moton fo dsequal'with ” 
LucasArts abndoring the orignal plan for Rogue. = 
+ Squacton's sequels 5 be based on the new prequel 
triogy "Mele success of Rogue Sauain, Lucassis 
gave us carte blanche to Venteo tae ‘end gvefything that " 
‘we Wearited to do,” says Jan LucaBArts werent the 
‘ony ones that had otieed the game's sucoess, cher 
"Nintendo contacted us and invited uf to the GameCube 
« bardware design team after thoy saw and mora 
‘important, hed what we did with Rogue Squadion on * 
»y the.N84,% he contrues. “Our tacmolggy agg, Thomas. 
Engel, cng avery bt of the chipsot inside oyt and was, 
__ able to use the visual and perforinance Side ofthe cext 


2 4 ogue’Squacron as a.case study forthe hardware: The 


+ ‘game way’competely bul argund tha, harvare, and 
sore ofthe pariwerearcundthe game" = 
Thatrigit soundike a sious arangement, but 


Rogue Satan I: Rogue Leader was a game devbloed = 


+ wath spe tjor constants. Theimproyarnane wish 
sat ang ad ao nas shot Fame eta 
‘ ire, music, sound effects, you name we Wanted it 
Rex fray ate rues ry pra pth 
to recreate the actual movie Sones, and nicely weave 
inand out of org! versus movie material" explns 
Julian. "Rogue Leader was tailored around those wishes: 
12° “and thé very ef development ime of rine months. 
We cheryspicked what was possible to be done well 
in that tmptrdme." Former Factor developor Chis 
Cray ood srg he apes dopant ae i 
romombers the pressure. “ItWas a launch tte and we 
dst have much tima,"he confirns. "We knew ies 


| 
| ~ 
| 
| 


Fog esr 


THE HISTORY OF: ROGUE SQUADRON 


The corte on 
inppértdnt tthe platirm and eical for us as a studio 

to tl somthing great and on tend and| think every 
person i the stusio had sefimposed pressure to make 


vem smpnebi eae 


+ the best Star Wars'game we couid” 


pite this comp ent 
schedule, the combi strong 
‘technology and people who knew it well 
_|proved potent, as Rogue Leader was a 
stunning game. “The GaneCube tends 10 
Tek git rea Sesorves fer etoctyiclpolt of 
view. twas a power machine and fantastic to develop 
for,".says Mike Keith, formerly of Factor 5. “| remember 
“one day crowing arcund in Hoger [Schmit offs to 


+ watch the Yavin fy cutscene — the firs sequence that 


\We got up and nnning. was amazing, The has onthe 
bck of my neck stood up and | actualy got misty eyed!” 

How was this &chieved? "One of the unique bits that 
made the game lok so good is that Thomas and had 
ibeenideused on cinematic realtme shaders even inthe 
lato N64 days and wo Know exact what we nocd to 
boing the look Star Wars perfocdy ave,” Jian expins. 
“Other teams Were years away fom using normal 
repping, oeakime shows, ec, things that Rogue 
Leader al hack The craziest aheadt-oftsime bits that we 
managed to do ful gobal Ruminaion onthe GameCube, 
something that dnt appear anywhere ese"untl afl 
ceonscle ganeraton lator with opon- word games.” 

‘Chr mas also impressed withthe extra power ofthe 
GaraCub. “Visualy we coud do soma very mpresive 
oss ‘aed ove af deta switches for Massive objects 
ike the Star Destoyersas wel as smaller obec xe 
fetes” he explins. "Eaty-on the team bul a Siar 
Destoye that locked geat both fem a stance and 
Lp-ziose, unting at igh FPS on the prototype hackers 
| vas tiown away by what the tech coud do. We were 
aso abe to not only render more enemies at once, 
bur the enomies wore able to have more sophisticated 


bbohaviours,” he continues. “The TIE Fighters in Rogue 
Squackon were mote or less locked onto ther paths. On 
the GameCubé we were able to gve enemies Al that let 
them chase the playerend fy in ciferent formations. The 
seme Al was used to let players direct their wingmen to 
form up or attack various targets. This might have been 
possible in previous,goneratons, but not on the scalo or 
ai the framerate that the GameCube allowed. 

“The addtional powor did croate new challengas: 
in terms of game design, particularly because of the 
‘expanded enwsonments, “I's very easy for players to 
get lost, especially in space, and we worked hard on 
systems that assisted them to minimise that. Back 
then mainstream console players stil struggled with 
30," explains Mike. “Fining nor-rustating ways 10 
‘droct players to objectives was sometimes Tricky, as 
wollas keeping poople ionted in the space loves, 
Chis concurs. “We aways tied to provaie clear visual 
landmarks so payers wouldn't have to rely too much on 
‘the HUD. For example in Ison Corridor Ambush mission, 
the level took place nsde a gant tunnel of nebuia clouds 
and folowed « large corwoy of shis. This made it easier 
for players to identity forward’ and "back’ and keep ther 
bearings. Plus it ust looked cool 

Additional, even though CPU power allowed for 
enemies to have more autonomy, ths sill idt make 
‘or fun gameplay, as Chris explains. “Getting thee 
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Each of the three Rogue Squadron games was packed with loads 
of cool secrets, each of which could be accessed via the Passcodes 
‘section of the Options menu. Here are five of our favourites... 


SELECT YOUR CRAFT 


NABOO 
STARFIGHTER 


‘STAR WARS: ROGUE SQUADRON 


‘Perhaps the beeches eel of any 
Net game, asit wasn discovered 
{ormonths. To get this Episode 
‘aft enter HALIFAX? Followedby 
INNGWIE, then tart the game on a 
‘on Snawspeeder mission, Yul find 
the Naboo Starighier tothe left ofthe 
wing on the ship selection screen, 


isin, Jeff Kang discovered thatthe 
topographicheght maps we used to 
rate levels, couldnt be bigger thana 
‘certain size’ Ryan revels He didn't 
have enaugh room to realy layout a 
long trench, ike we saw inthe movies. 
Sohehadto add corners” 


THE BUICK 

pa  : 
For some barre reason aoind 
designer Rudo Stembers Buck 
Elec 25 became arecurring 
secretin the Rogue Suodren series. 
OELSCH unlocks in Rogue 
‘Suaon, ZUVIEL! then BENZIN' 

does thejobin Rogue Leader and 
AXCBPRHK olowed by WHATTHE? 
Works for Rebel Sik. 


AT-ST MISSION 


‘STAR WARS: ROGUE SQUADRON 


"The one ting remember wanting, 
and bugging the F guys opin, was 
a playable AT-ST scout wale” Ryan 
recalls They told mea milion times, 
"No way, we can't possibly inde hat! 
Ando course, being od school cers, 
‘they then hod to put tinas secret” 
CHICKEN unlocks this 
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CLASSIC ARCADE 
GAMES: 

‘STAR WARS ROGUE 
ee eee el SIRES 
Aire of Ataris arcade grmes 

ae presentin Rebel Sri, allowing 
youte induigeinrero vector fun To 
Unlock Str Wars enter RTIPFCS 
then TMEWARP. Empire unlocks with 
HIFPHXS then KOOLSTUF, and Jel with 
DPATHIRD then GAMENYES. 


Mapa sent ute yer ol aa gunn bt yer ay pt Sa 


> dogfights tobe in and not too overwhelming was a 
challenge oo. Athough we had new AI tals to pay with, 
‘A good deal af time was spent crating pats fr enemies 
and managrig when they used the pats and when the 
‘Ala sat (ee to attack” 
“*incrediby, the teams at LucasArts were working on 
thesimtar game Star Wars: Starfgtior but weren't aware 
+ ofogue Leader's development: When they dd eam ot 
it tho resuting fiction put the ontio Rogue Leader 
in apa, as Julan recals. “When tha legandary’ 
tralerat the GameCube urveling was played, most 


"tne to have Rogue Leader kiled i prevent he game. 
{ror overshadowing Staiger and aimost suscegdad *" 
‘due to Mierosot offering LucasAs incentives to move * 
“logue Leader tthe Xbox tas a nasty four mo 
cheetnemulp tar Nie 


lastorishing visuals, 
anc-excélent rereation pf key mBvie ad 
_Leadet sth und int of the.trlogy 

Starch Newer Aor trad teal ea 

‘acclaim andl becam the best-seling thie perty game of. 
«the GameCube's lunch inaup. When the GanjeCuoe. 

_unchedin the Ukthe folowing May; Rogue LBacer 

actualy became the firstaver thrd-party gama fo hit the 

tepdtthe UKs dg scons lanch 


“The prospect ein ss Shyer ont eins 
hw talon tor sey Sr Nason 


~ «CWe just wanted: 
to capture the 

excitement we felt 

askidsjj - ” 


‘With the same t8am working on the same platform, 
but with’the benefit of Sddltional exp@tience, Rogue 
«Stuacton Il: Rebel Ske shoud have been an stant 
‘ass. On paper thas al ofthe ngreconts to be 
») consider therhigh point of the serieg yet ig more often 
‘ote as je black stoop. “With Rebel Strka we bt off 
|. Way too much,” Mike laments. “We were looking at 
> about 18 months devetooment tme and thinking: Given 
+ hows tle file we hat for Rogue Leader, thik how much 
ret stuffing can orm in Bum aut was also a factor. 
‘The compary was goingthrough growing pains Igo”: 
| Thatigh Rebel Svceincided the same acton tt 
* hal ban sq gratin tho provous games inrecicod 
“or foafectons which alowed the player to contol 
Tpeseeeiee iyeiliis Week spon the gate 08 thf 
‘vfogl migsichs, That clay was a iste, byt then 
there's abo’ sight feeling of letovers in Rebel Strike 


‘since Rogue Leader realy grabbed some of the key. * 


levels” says ian, The ie of doing onfoot gemnenay 
“seers sound — what went wrong? "We hadn't done that 
garvepiy before anchwe struggled,” says Mike, "When 
Yyoute tying Something new n game development, you 
food tohavo tho rescvo to apt ft isnt working, We. 
spent month trying to gat those on oot sections tobe 


fun, but dud’ doit. We should've ut our lasses and 
killed them, but that's easy to sayin hindsight" 


= Sl anna anda aed 
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_ hile the campaign was disappointing, 
‘ithe new cooperativ mode was 
‘excellent, due to the fact that used 


fi the missions from Rogue Leader. 
Buty use the od missions rather than the new ones? 
"When wild the Rogue Leader sument 


ithed the 66-op mutilayer in there BEB to tone 

* we couldn't get it done,” Julan recalls. “So partially it 
haspaned in Bobel Ske a aproot-ot concept that we 
cade py perrmance so much further hat we could 

run Regie Lead twee, and secondly twas just a 

Blast 0 Werk ona mutpiayer version of thélevels we 

= wore fanair with” This proved to be a major technical 

“Undertaking, but one wich adied a huge amount of 

© value to the game. “Multiplayer brought, up al manner 
of interesting challenges,” says Mike. “Not ony did we 
have fo rewite huge chunks ofthe cod base to add the 
‘concept of multiple players, but alot of the optimisations 
worked because they assumed there woud only be one 
carver \ewpoin) at any giver time, so ye had to fo 
‘naw methods to Get the performance we wanted. 

Rogue Squggon Il Rebel Stk launched in October 
2003 ta crit reception that was sl broadly postive, 
‘but markedly less so thah that of its predecessors. The 
fight combat and cooperative mode were postvely 
received, as was the inclusion of eassc Star Wars arcade 
cares, but the onfoot missions wer sing out bythe 
 majrty of ertis as tho major nogatve pon. 

Regardless ofthe dsappoining cancion tothe 
trogy, Tat say that Factor 5 and LucasAvs crested 
‘something special with the Rogue Squation series. 

Fe Star Wes games have so exert captured the 
feeling of making heroic stkes at the Emore, whether 
they/e recreating the maves or adingto the legend as 
in Rogue Saacton. "The gerepay holds up wel. And 
‘pedple mention [Rogue Squadron] to me a lot as one 
of ther favorite N64 gees, s0 I'm proud otha." says 
Ryan, “We just warted to capture the excement we 


lope ens tetsware ape they loge: 
aoe Sie 


felt as kids watthing the space battles and playing with 
ou Siar Wes toys” Chis rears "Rogue LesderInaids, 
up Wel” agrees Mik, "We were a tam of passonete 
fan, we worked hard Ourmante throughout was tat 
wo ward o mathe player fake thy were Like 
Seyler and thnk we cl prety good oo ofthat 
Suto der, te Rogue Salaaon stey sone 
which eminsunfished. "When we designed our 
ial Str Was gre, tas blend of Rogue Leader 
and Rebel Stic infact texts as Sx Wars Togy 
Rogue Sauecon fr the Wi" he exons, refering 0 
an ineeeased game that combines the exng goes 
‘whe fng some features and adding new ones ke 
Iigitsaber bates. "Both games merged togather et 
perc, and of cose that was aly resize on the Wi 
The Hoth level on the Wii is probably the best Rogue 
Siocon lve ever, sae t merged a of abe t's 
Hath and Ragu Leaders Hoth re one ene misson” 
“tr woul be nice to see that gare eased in some 
form since it was the uitmate Rogue Squadron" Julian 
canines, "am il hong ot ape tht il heppen 
especily because tas aso some othe best work 
ofthe war” I’ atantaling tought to eave us wth, 
and ane tet awe us with anew hope tht he ge 
hacton sees might ke fight agan nthe uw. 
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Few characters achieve 
iconic status, and Lara 
Croft ascended to 
become a superstar. 
But it takes a lot of hard 
work to stay relevant 


as 


Nick Thorpe and Darran 
Jones learn from the 
people tasked with 
bringing Lara to life... 
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THE DEFINITIVE HISTORY OF: TOMB RAIDER 


nthe mid-Nineties, the 

videogames industry was short 

con icons, but there were plenty 

of characters to go around. You 
‘were hardly a developer if you cidn't have 
Yyour own ‘hero! - and Core Design had just 
‘Spun the kant racer BC Racers off from its 
‘Chuck Rock series, Save forthe loose tie of 
ancient history, that game might net have 
‘much to do with Tomb Raider but fora single 
‘name: Toby Gard 

‘As a talented young designer, Toby Gard 

had moved on from BC Racers withthe vision to 
create 2 project unike anything ese at the te, and 
‘something that would become truly icon. Tom Rader 
‘was to be a 3D action-adventure game, distinguished 
byits female protagonist. Intally conceived as a South 
‘American adventurer by the name of Laura Cru, she 
‘would eventuaty bocome the Brtish aristocrat Lara Croft, 
‘an athletic and independant adventurer with a penchant 
for collecting ancient artefacts. While Lara wasnt Pe 
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BRINGING 
LARA TO LIFE 


Shelley Blond on voicing Lara in the very 
first Tomb Raider game 


How did you get the job of 
voicing Lara Croft? 
| was asked to audition for the 
character ater Eidos and Core had 
been searching forthe right voice 
for quite few months, was ent 
‘few sentences rom the serpy 
slong with avery rough sketch of 
Lara, and Ireeorded them nto a cassette recorder and 
sentitto Core. few days ater was asked! 
a conference call with afew people from Eidos and Core, 
Including Nathan MeCree, and ater performing afew more 
ution lines was told had the job. Iwas wonderful to get 
the rle, knowing theyh 


rake partin 


How much information were you given about the 
character before performing the dialogue? 
For the audition was simply given the rough drawing and 


The anos Rex ercuna, scoped ton 


told she was a gil with a feel for adventure andspoke 
quite wel, | tok that on board and read forthe part as 
felt he woule sound. Forte actal job | was given more 
etal about her upbringing and background, was asked o 
perform her voice in vey pain non 

Ina ternale Bond’ typeof way.| would have added more 
Inflection, tone and emotion to my vole but they wanted to 
ep ithow they felt should sound, which was quite right 
My ob wasto bring ther character tif. 


motive manner and 


> the frst female protagonist in games, this was sill 

€ bold choice — few games included strong female 
leads, Dweling on Lara Crot’s qualtes as a character, 
however, diminishes the fact thatthe chowe to make a 
3D action-adventure game was also bold, Not only was. 
‘he project unlike anything els avalabe atthe tne, 

‘he lead platform forthe game was the Saga Satum 
~a machine that would become welHknown forts 
awkward and non-standard handling of 3D visuals. 

'We were defnitlytralblazing 2 lot of what we did 

(on Tomb Raid” says Gavin Ruvimery, @ programmer 
‘on the fist two Tomb Raider games, "When Toby 

first described what he envisaged on my frst day at 
Core, | wasn't sue it was possble because nothing 
lio it existed." Of courso, had that procedent existad 
‘t wouldn't have been a ig deal anyway. 
“We did’ thane about lookng at repeating 
something that had been dene before, so 
had never considered needing other games 


Why didn’t you reprise the role in the sequels? 
was asked to reprise the role forthe second game, a5. 

the chemistry worked, the game was so successful and 

reviews forthe voice as wells the actual game were 

reat But by that time | was contracted for other 

‘companies and we coulda make that 

Work. aid give my permission for them 

tose allmy soundbites from the 

first game fr Tomb Rider nd 

Tomb Raider Il. Uke the fighting, 

falling and’yes' and’! So | am 

srllinthe games, udth Gibbons 

voiced the game but it 

orignal sound bites. 
i's uch an honour tobe the 
iginal voice of such an icone 

character. There ae so many fane 

ofthe games ithas touched so many 

peoples lives, had sueha global 

Impact and am honestly 

thrilled tobe part of all 


allLarss 


Lares ieanegracy canbe 
ina herofar eye 
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646A real buzz was building around Tomb Raider, 
but we were still prudent with our forecasts 99 


lanLivingstone 


for reterence,” recals Heather Stevens, a graphic atst 
and level designer on the frst two games, 

Iwas an enormous departure from what Core 
Design had done before, and the team struggled with 
it. "What appeared the greatest challenge was haw on 
‘earth we would create the actual environments and get 
Lara ta interact with them,” Gavin recals. “Heather was 
attempting to buld tham directly in 3D Studio which 
‘could only edit in wireframe made, but nether Paul 
[Dougias, programmer or | had a clue how we could get 
‘a character to interact with freeforn environments gh 
the processing const 

“The breakthrough 
‘everything on a grid,” continues Gavin, “To me tis was 
the point Tomb Raider became feasible and everything 
seemed to fal nto place. Tooy was able to define Lara's 
moves, Paul coud get the control working, and | was 
‘able to build a level actor that Neal Boyd, ats] anel 
Heather could use fo build and test the environments far 
quickly than wouldve been possible using 3D Studio.” 

Getting the sound of the game right was important, 
‘and this was a task which fell to Nathan M 
although given the amount of tine he had to so, it might 
have felt rather more lke it had falen on him, “The fest 
Tomb Raider was such a rush | think | had about three 
‘weeks to compose the musi. It was mostly a case 
cf, write something and then gure out a way to use it 
later” he tols us, “What became aoparent during the 
instalation process was that the tunes worked best 
‘when placed in specific locations to describe a particular 
place or feeling ata specific moment n the game, And 
this gave bith tothe idea of location specific muse: 

‘Nathan wasn't the only one feeling the pressure, as 
the whole teary was batting a very tight deadline “it 


was tough developing Tomb Raider long days ete) but 
very rewarding,” Heather confirns, This eventually led 
to.extta staff being drafted in. “| was an animator and 
‘model busder working in the room next 7 the Tomb 
Rater team and also a good friend of Toby Gar 

explains Stuart Atkinson, an artist wha worked on the 
mb Raider games. “He asked f | could help him 
vemy characters, being about four months: 

'e deadline, the pressure was geting pretty 
serious and his workload was too much, So Ijumped 


jomb Raider was released in October 1996 

forthe Satum, folowed by PlayStation and 

PPC versions in November. It detailed Lara's 

quest to acquire the Scion Of Attantis fr the 
mysterious businesswoman Jacqueline Nata, The game 
was a crical success, and commercial success would 
follom. But though the team at Core Design was sting 
on a it, itt know it. "None of us knew it would 
be anything ke the success it was,” says Gavin, “We 
could tlt was getting favourably recoived, but t was 
oniy when we started seeing the actual sales figures 
that we reased just how big a suocess it was.” Even 
the upper management wasn't aware that the game 
‘would ie enormous. “The preview coverage had been 
very encoureging A real buzz was building around Tob 
aide, bu sill prudent with our forecasts, 
says lan Livingstone, then president and CEO of Te 
Rae's publsher Eidos, "I recal that we put a number 
in the budget of 100,000 units being sod, Little id wo 
know thatthe fest Tomb Raider would go on to sel over 

While there's no doubt that the game was a team 

fort, ane man's influence is often cted as a key 
factor behind the game's success. “Thanks to a very 
cbstinale Toby Gard and his vision ofa song female 
heroine ina computer game, we can now appreciate 
the unique Lara Croft,” says Heather, “Undoubtedly Lara 
was a huge aspect in the success ofthe game and the 
rmarketabity of the product, She was a charactor 
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Then Tomb Raider games have taken place all over the world. How 
many of the following exotic locations do you remember? 


hearts of bot nd female players y 7 
However the game was so much more than the TOMB RAIDER it 

racer herself.” she continues. “I think the key factor > TOMB RAIDER I Il, LEGEND, 
2s Toby Gard" Stuart concus, "it was Fis vision and é:~ UNDERWORLD, ANNIVERSARY, 
he made sure everyone folowed it trough, He was 4 PRISE OF THE=IOME RDG 
‘also lucky withthe team he ended up with, not only 
‘were thay talontod, they rusted and baloved in him. Bas Aes nonce: 
However that's nat the only factar he credits. “And, of 

urse, how amazing the fist game was to play back in he 
the day, it just blew me away, i TOMB RAIDER 


nfortur 
nd forthe success that folowed. 
Creative differences drove a wedge between 
him and the management at Care Design, 
he would leave the company without geting 
involved in Tom Raider I, passing up enormous royalties 
in dong so, Most ofthe team remained and moved onto 
the sequel, which had tobe ready in ess than a year. 
Surely such a tight deadline wes a pain? "Working on the 
sequel was a natural progression,” Heather pants out 
‘We had invested so much ime and ereativty into Tor TOMB RAIDER, TOMB 
Raider that t would have been unthinkable to just walk RAIDER: LEGEND 
‘away from. It was action stations aga for mast ofthe 
‘team, and time fo get our heads down again, 

External Lara Croft was alraady becoming @ 
crossover sia, a fact which brought the success of the 
first game home tothe developers. “On the leed up 
to the release of Tomb Rader Il we had many m 
oress and TV interviews, so things started to hithome 
for me,” Nathan recalls. The Face featured a cover 
story on the character and her popularity, Rhona Miva 
Was gaining recognition asthe teal fe’ Lara Croft and 
sho was alteady colaborating with Dave Stowart of 
the Eurythmics on music tobe leased under Lara's 
name, This exposure bult ansepaton for Toma 


Toy Garé woud not stk TOMB RAIDER 
epi rile UNDERWORLD 


TOME RAIDER: LEGEND 


I 
\\ 
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TOMS RAIDER: UNDERWORLD 
JAN MAYEN ISLAND 
s TOME RAIDER: UNDERWORLD 
‘ 7 RUSSIA. 
TOMB RAIDER 
IRELAND CHRONICLES 
TOMB RAIDER 
CHRONICLES PRAGUE 
* TOMB RAIDER: ANGEL 
ES VENICE 
PARIS = 
ees TOME RAIDER 
ANGEL OF 
GREECE 
ma TOMB RAIDER. 
SYRIA 
ROME RISE OF THE 
TOMB RAIDER TOMB RAIDER 
CHRONICLES 
EGYPT 
MEDITERRANEAN —TOMBRAIDER Tows 
TOMB RAIDER: UNDERWORLD : 
thie aaa REVELATION 
J. 
GHANA 


TOME RAIDER: LEGEND 


ANTARCTICA 
Pome raioer 


SIBERIA 
RISE OF THE TOMB RAIDER 
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TOMB RAIDER 2013 


INDIA. 
TOM Ral 
4 CAMBODIA 
TOMB RAIDER: THE 
ANDAMAN SEA® a ~aan 
TOMB RAIDER THAPAND 
UNDERWORLD HAILANE 
dnDeRWoRLD 


SOUTH PACIFIC 
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"Tava ade Tenens, one Sar Aaa ae 
Pacer proudaingementng 


> Raider toa fever pitch, and Sony took advantage by 
signing an exclusivity deal with Eidos, ensuring thatthe 
PlayStation was the only console to receva it 

Back at Core, the team was busy trying to top what 
had gone before —even iit meant improving on finer 
details. "| was pleased to get Laa's ponytal working,” 
‘say Gavi. “It had been dropped ftom the orginal 
‘because it just dct work properly with all the acrobatic 
‘moves — it was more lke she had an oloctic ool attached 
to her head that had aif ofits own. But on TRII came 
Lup with a way to gett working and was realy pleased 
‘how natural it looked, The physics were ulra-simple and 
‘a complete cheat, but it id the job" 

‘Other adkltions were far more substantial 
Improvements to the graphics engine alowed for wide 
‘open outdoor spaces that hadn't been possible in the 
‘original game, and Lava was no longer restricted 10 
‘traveling on foot. "introducing vehicles was my idea, 'm 
quite proud ofthat” says Stuart “| prototyped Lara riding 
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GG prototyped Lara riding a quad bike using 
only the animation editor 99 


Stuart Atkinson 


2 quad bike using only the anton editor | replaced 
hherrun animation and attached a qed bike to her 
‘bottom ~the in-game result gave you a prety good idea 
bow wel it would wer,” 

‘Oh the audio front, Nathan was able to rake 
Improvements as he was more involved in the 
velopment process. “With Tomb Raider I, had a 
litle more development tme (about two months} and 
‘though | wrote twice the numberof tunes, there was, 
2 pan in my head about how it was going to piece 
together" the composer recalls. “| expanded on the 
themes, establishing new moti, but mainly focusing 
(on ths location-spectic cea that had been bom in 
the fist game, The implementation improved as | 
demanded control on how and when each tune would 
be triggered.” 


ne of the game's most memorable 
‘moments was actualy bom of the tight 
deadline, "The game was supposed firssh 
after the dragon bate, butt cin’ fee! ike 

2 satisfying conclusion, so we came up with the idea 

‘of having an epilogue,” Gavin explains, “Due to time 

constraints the idea of reusing Croft Manor was chosen, 


‘th just pitch battle of Lara defonding her home, Then 


iy favourite bit =the ‘shower scene’ where we got 
Lara to shoot the player — that was our response to the 
‘enquires about nude cheats!” 

‘Tomi Raider Il was another citical and commercial 
‘uocess, surpassing the sales of the orignal. Plans were 
‘st nto motion for Tomi Rede Ill but this time most 
(ofthe original team opted to move onto @ new project 
"Knowing you were leaving abig-seler along with the 
royalty cheques felt bit ofa sily move,” Stuart recals, 
“but our team wanted at loast two yoars to devolon 


5 ds Cre Dp at 


hie Tomb Rar caltrten whch as prec epee gy 


edhe cer 
Tomi Raider Ito realy move it on, but the producers 
‘wanted done ina year, For those who hadi done that 
fortwo consecutive years already it was just too much.” 

Lusky the expansion othe team during Tomi Rader 
Ilprovded new blood to cary the series forward, I was 
finishing up creating some (unused mutilayer ovals 
for Fighting Force when | heard they needed FMV help 
‘on Tomb Raider I 50 | offered up my services, 2s | was 
staring to see multilayer arenas in my seep,” recals 
‘Andy Sancham, who wou folow Up tis inherent 
vith evel design from Tom Raider il onwards "My 
task on Tom Fader Il was to low up the Great Wall 
Of China i remember That was my induction to 
tho time honoured Tomb Raidor radon of tho wily ily 
<ocimaton of historic sites and the laissorfare gunning 
down of endangered snecis." 

Another newcomer tothe Tomb adel team 
‘was Peter Connely, who would stick with the senes 
for he rest ofthe Core Design era. Lke many ofthe 
newcomers, he was exited tobe on the tem, “My 
first real experience [ith the seis] was playing Tomb 
Raider Il” remembers the musican.*| had bought 
itfor someone for Chrstmas and we were playing it 
extensively on Cstmas Day evening, What | emember 
mest about this was wishing | was worang on such a 
game. Nine moms later, | was werkng at Cre Dasgn 
“Though his contin tothe thd game was smal, 
Peter would become the sere’ main musician from the 
fourth game onwards 

Tomb Rader Il started to branch outinto new areas, 
and partalery mote action-oriented gameplay. The 
adn of sprint button was useful for ourunring 
‘enomies, and new enemy Al alowed forthe bad guys to 
‘al forreiforcements and shutoff roms, necessitating 
a stoathier apprcach, Meanie, dangerous terran 
aidons were made incucing qucksand and watar with 
‘ead cuents, The other big change was the addon 


‘The ofaps arden a 
‘nh 


‘of anon Snear stucture — while players startd in india 
‘and fished in Antarctica, adventures in London, Nevada 
‘and a South Pacfic island could be tacked in any order. 

Upon ts release in 1998, Tomb Raider Il ci’ fare 
95 wel as its predecessors, but remained an high- 
perforring tile all the same, shfing wel over si millon 
‘copies ~meaning that another sequel was quarenteed 
for 1999, For Andy, tat meant @ new opportunity 
"When Vicky (senptwiter on TRI) jumped ship after 
“Tomb Raider Il there was a gap to flan | jumped into 
i, with a view to wring ‘move- style’ TR games. 


lor story, we'd choose our levels frst — for our 
‘team, the frst and mast imeortant part of any 
Tomb Raider game ws the ‘buying books 
(on ancient civilisations’ and phase, to cement 
ideas that would result in a rough plot that Id have to 
shape into something coherent." Andy continues, "I was 
reminded the other day thatthe neat stage after this 
‘would basicaly be the wie team queuing up atthe 
‘office scanner, coffee table history books in hand, waiting 
1 digtise our next lovel texture. 
“Tamia Raidar: The Last Revelation introduced mora 
of Lara Croft's history through a chapter showing a 
‘younger version of the protagonist on an early adventure 
‘with mentorhrval Wemer Von Croy. Though it enjoyed 
a sighty more positive crtical reception than its 
predecessor The Last Revelation was perhaps the fst 
real indicator that iterest in the series was waning —t 
vas the lowest sales taly for a Tomb Raider game so far 
despite the edition of the Dreamcast as a thrd platform, 
However, management was concemed about The Last 
Revelation foran entre different reason. 
‘As the fourth release in four years, it was inevitable 
that create fatoue had set in during Tomb Reider The 
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ast Revelation. However, the way it was oxressod was 
2 shock to players around the world. "We al wanted to 
fal Lara,” says Andy. “Looiang at Lara's avatar all day 
every day fortwo years was about as much as some 
lof us could take. Management were pretty hands off 
0 for two weeks, we haiched this plan to kil Lara, and 
folowed it though to futon.” Indeed, the game ends 
‘with Lara entombed under a colapsed pyramid entrance, 
‘a dramatic and perhaps postic end for the adventurer. 

‘Of course, the toam wasn't gong to get away with 
ding the company’s golden goose, “By ‘futon’ I mean, 
[Woremy Haath Smith, Core Dasgn CEO! fnding out 
‘we had kiled her and it was too far gone to reverse it, 
and taking us into his office and shouting at us.” Andy 
recals. "We backtracked quickly, but not without paying 
penance by having to make another game set inal the 
ropey bts we had out out of previous games, which 
became Tomb Raider Chronicles. In order to tie these 
pieces together, Tomb Raider Chronicles shook up Be 


‘The ast Relay Ware cle mantra ges ne 
‘in 


LARA’S 
BIGGEST FAN 


We speak to Ash Kaprielov about his love 
ofall things Tomb Raider 


What was it about the Tomb 
Raider series that drew you 
in as a fan? 

My teenage years were quite 
diicul, but Tomb Raider provided 
ime an escape. The levels were so 
vast and challenging that t would 
take me weeks to fish a game, 
weeks where | could completly forget ally probleme 
and explore ancient cvilisations instead, When ist got 
an ermet connection | tated chatting with like-minded 

‘people and, since mast of the forums werein English, it 

\etme enhance my language sls: | met many of my best 

{riends because of Tomb Roder and Lara gave me the 

courage to move fo the UK on my own 


Tell us a little about your website, Tomb Of Ash 
When | moved te the UK| decided tohelp my Russian 
colleagues at Laracroftru, writing them a numberof 
articles from various Expos. Then interviewed Andy 
‘Sandham,alevel designer and sript writer for Tomb 
Raider 30 Chronicles. The interview was ranslaed into 
fuscia and | realized that | had nowhere to post the 

ginal English Version oft. |uploaded it onto my personal 
Tumblr account, received some good feedback and decided 
lo start my own website frst ranit on my awn, but then 
‘eventually brought my Croatian friend and Fellows Tomb 
Reider tan Tina onto join meas a socal media coordinat 
Ther is aso] Apri and Tatiana, who produce various 
fan content, We actually helped Crystal Dynamics source 

the 20 Years Of Tamb Raider Book Our 

latest achievernent was the co-organising ofthe 
largest Tomb Raider 20th Anniversary celebration 
hosted at PLAY Expo, 


What's your favourite Tomb Raider moment? 
My favourite moment happened on 8 October 2016 when 
‘Core Design tok to the main stage at PLAY Expo. Their 
realisation tha their work stl appreciated 20 years afer 
the frst game was out was increible. | will never forget 
that day andthe emotions that it sired within me knowing 
that helped make that day happen. Ihave been to many 
fan gatherings but the PLAY E 

the rt time tha felt truly connected withthe 


wkend was probably 


erro ca 
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the storvteling structure of the series — instead of 
2 Inear narrative focusing on a single adventure, the 
‘game was themed around Lara Croft's funeral. Gathered 
‘maumers recounted tales of her past adventures. By 
this point few additions were made to gameplay ~ Lara 
8S 1 a grappling hook, as wel as tightrope 
waking and the abilty to swing from horzontal bars. 
However, the Tomb Raider engine was beginning to 
‘eel very dated, asthe yearly release schedule hadn't 
parmitted signficant alterations, Whats more, the team 
‘hat had sean fit to kil Lara Croft was stil in charge and 
no happier with the stuaton, "That lack of enthusiasm 
showed in the final produc,” Andy notes with some 
regret. "The only person on the tearn that was stil happy 
was Ph imator, who spent al day animating 
i new novel traps and enemy 
Tom Raider Crronicies arrived in 2000, 
0 far 
ly ower than those of The Last 


gained 2c 


it was to 
and sales were cra 


Revolaton at just one and a half milion copies, With a 
nt-out team having pushed out five games in fve 
Years, it's fir 20 say thatthe orginal Tome Raider medal 
had been well and truly exhausted 


‘owever, from the outside the series couldn 
have seemed to be in a better position 
Angelina Joe had been tapped upto star 
as Lara Croftin a Tomb Rader movie, an 
thore was a new hope forthe games around the 
inthe form of the PlayStation 2. With new technology, 
the team would have a chanep to revamp the gamaplay 
cof the series, Stealth and hand-to-hand combat would 
play @ big part in the new adventure, as Would the new 
playable character, Kurtis Trent 
‘Along with the new technology came another set 
‘of new staff, with a hunger to work on such a huge 
project. “I was thilled, daunted, overwhelmed falmost 
doiginted, panicked, hyper and exhlarated,”recals Murti 
Schofild, a writor who had joined Core from Psygnosis. 
| was also determined to give this opportunity 
everything | could, This was a writer's dream. El Dorado 
‘The Alchamists’ stone. The Gral, The ketchup on the 
tun of Ife, So, how di | feel? Deter 
‘My fist experience of working on Tomb Ra 
to be sat with a pencil and paper and to be insvucted 
to simply draw out whatever ideas came ito my head 
as long as they were Lara Croft-elated,” racafs concept 
anist James Kenny, “| had at that time zero oxo 
of the game, fim or television industries and had 
boon recruit by Core Design straight from studying 


riot College in Dubin 

Initaly, things soomed to be going wall “As with 
‘most games ve workad on over the years, there are 
sual delays and issuas that contrite to staling 
arelease and, as Angel Of Darkness wasn't ike the 
previous Tomb Raider games, ie they were released 
exactly one year apart, | wasnt that phased that things 
‘were cegging on,” says Peter. Unfortunately, the 
combination ofa large team, an over-ambitious design 
and.a management stricture ilequipped to deal with the 
task quicKly drove the project off the ral. 

The step up to the PlayStation 2 and the complexity 
that would engender was not propery envisioned 
by anyone at Core at that te,” says James. “Also | 
think there was a desre to change the direction of the 
games in a narrative and gameplay sense and there was 
pressure coming from the developments in other gerting 
franchises." For Murti, the situation was extraordinary. 
"There was just so much that went wrong and the 

pressures were awful | don't mean ortinary, stand 
industry pressures but tho sonse that tho ship was. 
slipping into the maelstrom and no one knew what t do. 
\We knew things weren't going wall. The game wasn't 
right. Deadlines kept breaking aver our heads and st 
things were not right 

‘After many delays, Tom Raider: Angel Of Darkness 
arrived in 2008 with much ofthe intended game design 
lefton the cutting room floor, Despite seling two: 
and a half mifon copies, it was given a critical kiting 
‘ands considered the lowest pont in the sefies. With 
dissatistction rife amongst both fans and shareholders, 
Eidos took drastic action and removed Tomb Raider 
from Core Design. “As a board of dteciors, we did nat 
take that decision ight,” explans lan. “Core Design 


~ 
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breton mang. 


: There was just so much that went wrong and 
the pressures were awful 3 


had done an incredible job in developing a new tte 
yearon-year ftom 1996 to 2000, Then along came PS2 
and with its new tech challenges which Core Design 
struggled with for too long. Instead of being another 
bitin the series, Angel Of Darenoss was not far short 
‘of acisaster when it came out in 2003. Sales were 
bbolow expectation and development of Tomb Raider 
was moved to Crystal Dynamics. For a UK comoany, 
‘moving the development ots przed asset from Derby 
to California was a big decision to make but, as it tured 
‘ut, absolutely the right one to make, 


islory has vindated the decsion — under 
the care of Crystal Dynamics, the series has 
returned to form exticaly and commercially. 
However, fram an outsier's perspective it 
‘seams lke a harsh decision, especially as Core Design 
had only produced one uiy bad Tomb Raider game. 
‘Surely the tens of mibons sas ithad generated prior 
entitled Core to another crack ofthe who? "Many on 
the development team at Core had enough, Some were 
bbumed out and wanted to werk on new games. It was 
defintely time for change,” lan responds. “But nobody 
Should ever take away or dinish the contribution that 
Cote Design made in not just creating Tom Raider, but 
making tan icone franchise 
Mutt agrees. “if Core had been given another chance 
would ithave been diferent? Who knows," he ponders, 
"itwould have requted @ restructurng of management 
practies and a shake-uo—which seemed unlikely, And 
with the benefit of hindsight it was time for someone 
else to take Miss Croft's future in hand: 
(Over at Crystal Dynamics, the team had been 
\werking on the well egarded Legacy Of Kain 3D " wee 


| 
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action-adventure games for some time, bul getting 
the Tomb Racer job was a big shock, “For us, thro 
\was a sense of, ‘Oh my gosh!’ Tomb Raider was such 
abig franchise with so many fans — if we want to take 
something lke that on, we'd have to doit s right, 0 
it felt very much ike a high-stakes propositon” recals 
Nosh Hughes, creative drector at Crystal Dynamics. 
“But t came up mare as an opportunity, with Eidos 
saying, Hey, would you guys be interested in working 
‘with this character?” From that perspective it was 
‘exciting, asi ft comfortably with our desi to create 
‘experiences that blended a lor of stu'f- envrenmeral 
exploration, combat and puzzle-sching” 

Ih daveloping Tomb Raider: Lagana, the first game of 
the Crystal Dynamics era, it was important forthe team 
to establish which asnects of the existng games they 
‘wished to retan, "Lara's itelect and puzdle-solving, 

‘we wanted io keep bath of those,” Noah offers as 

‘an example, “Adlonally we fet that traversal and 
sioration were emporiant, these platforming elements 

— how could we provide a traversal tolset to make the 

‘word a jungle gym? And, ofcourse, the sense that 
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The dual pistols are 


part of Lara’s iconography, 


but focused on agility rather than brute force 


‘around ach comer there might be a supprse, even 
tha less notoaable comers could hold a secret. Also a 
‘combat sysiom of sorts, the dual pistols are part of Lara's 
iconography, but focused on agity rather than a brut 
force favour of combat.” There was one more significant 
clement that the team homed in on, too. “We called it 
fai’ al the time — things Ike the handstand, so you could 

coress yourself 3s a character with moves that weren't 
teal t progression: 


Uuring the Tomb Raider Legond era, Meagan 
‘Marie was justa fan of Tore Raider, but 
today she is Crystal Dynamics’ community 
‘manager for Tomb Raider and the author of 
the official history guide, 20 Years Of Tomb Rader. giving 
‘ unique perspective on the development ofthe sere, 
“love Keeley Hawes [as Laral especialy, | love how 
‘uippy and sarcastic she was - she might be one o 
favourite voice actresses,” sha notes. "I also enjoyed the 
fluicty 9 combat, the acrobatics — that's something that 
‘Crystal Dynamics pushed as a way to diferentate tsa 
from Core and leave its mark on the franchise. Moving 
‘vay from the grid-based movement and moving 
towartis very fluid traversal fuid combat, and that was 
‘something | remember being very impressed with, 

In otder to make sure the tear got things right, Toby 
Gard was brought into the fold as a consultant. “It was 
great to have Toby because he was so intimate with her 
design, and it gave us the ability ta be a bt more bold as 


v 


we explored different options, but we had insight a8 to 
‘whore we were losing that core DNA,” Noah explains 
"So from a character design perspective he was a great 
resource, and he became very invaved in the story~ Im 
not sure fhe has a writing credit, but | know he and 

Ere Lindstrom worked closely together. We were trying 
To bridge two canons, the Core games and the movies 
‘which had gained nopuiary, so it was another case 
‘where having Toby's insight no what was ‘evolving 
\vorsus what was ‘breaking’ was important Even to 

‘this day Im grateful for having hat everlap with Toby, 
because it gave us insight and the confidence to find our 
‘way without completely copying and pasting” 

“The results were an immediate vinccation of the 
decision to-go with Crystal Dynarris. The orical 
reception and sales of Tomi Raider Legend were a 
marked improvement aver the last coupe of games, 

‘with fourand-a-halteilion copies sold. That success 
ensured that two folow-up tiles want into production, 
‘and Crystal Dynamics began to focus on the past, 
present and future of Tomb Rader Although fcdn't 
seem necessary at the time, Lara Craft's reinvention was 
going to becomes important 

‘That's something that the team at Crystal Dynamics 
recognised @ lol eatier than most people realise,” reveals 
‘Meagan, “After finishing Legend the team split, and a 
small team took Tomb Raider. Anniversary and anot 
took Tomb Raider: Underwoti and started working 
‘on that, but there was also a small group that was two 
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people for 2 couple of years who sat and ideated the 

ofthe franchise, Jason Botta and Tim Longo, 

reproduction, They knew that afer 

Ud be considered the end of a 

tnlogy, that something major needed fo be done, They 

recognised after a while of exploration that an ongin story 
that letting the 
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> motion capture actors rather than animation, which we 
hadn't done in the past, but we ended up with a siniar 
‘movesot. Butin some ways, the gamaplay dat move 
afar forward as the technology did” Indeed, Tomb 
Raider Underworld did better upon ts release in 2008 
than Anniversary had managed, butt stil didn't ive up to 
the critical or commercial performance of Tomb Raider: 
Legend. Fortunately the aforementioned foresight of the 
team meant that new plans had been laid fora reboot 
‘We wanted to make sure we weren't fling into 
a ‘myth of the woek’ pattem - we wanted to make 
sure our stories wera character defining and net ust 
adventures to go on,” recals Noah, “We had also 
gotten feedback that Lara as a character cd foc! 
fresh to people, so there was a sense that there could 
be audience fatigue or @ lack of relevance to her as @ 
character, $0 we took the goal of evoWving gameplay and. 
invigorating her character story, but also making sure that 
19 top of al ofthat. we were recreating a relationship 
botwoon the character and the audionce. 


epochs eoentady 


For the frst time, we saw Lara Croft not as an 
adventurer, but as a newcomer to exploration whose 
experiences would test her vary wilto survive. “Part 

cof the unvelatabilty of Lara was that because she had 
infnte money and was so stdled, of course she was 
‘going to win, We felt that we had to place her ina 
‘situation where she had to earn her success, and isolate 
her from the support that she had, to make you believe 
that she could lose a bat.” This led to the introduction 
‘of survival mechanics, as well as charactor development 
‘through an experience system. 


he reboot, simply named Tomb Raider 
managed to take cues fram popular acion- 
adventure games, ike the Uncharted series, 
while etaning the feel ofa ‘Lar Croft’ 
adventure. The approach worked well as the game 
‘eamed a fantastic reception —the reboot became the 
bbestseling game in the series, with over eightandl-ahalf 
millon copies sold to dato, 

‘A follow-up was inevitable, and the pressure was on 
foloyang the previous game's high sales. “I's aways 
‘erfying to have that amount of suocess, and we 
wanted to make sure it wasn't fluke,” Noah confides. 

"We looked at it as a challenge of how we figure out 
how to improve on that” Rise Of The Tomb Raider 
charts Lara Croft's growth in confidence following the 
‘events ofthe reboot “In Tomb Reider you look at Lara's 
transton from being an explorer interested inthe word 
to someone forced to survive,” notes Will Kersake, lead 
designer at Crystal Dynamics. “in Rise we continu 
that process, but we also see her choose fo go on an 
‘adventure, o her character contrues to evaNve" 

(One ofthe things thatthe team was keenly aware 
‘of was the need to include more tombs for players to 
‘explore, "We di fil the setting with history.” Noah 


We asked you which iteration of Lara Croft was your favourite 


recals of te 2013 game, "but those layers were, for 
example, World War I, $0 they told stories a week 
before Lara yot there, 8 yeas before Lara got there, 
‘and hundreds of years bafore she got there, But what 
‘we found was that because they weren't ancient places, 
‘with ancient secrts, they weren't scratching thatch 
entirely” Fése Of The Temb Raider intial launched on 
box One, Xbox 360 and PC in 2018, and has recently 
launched on PlayStation 4, to a very positive critical 
reception that narrowly edges that of the 2018 reboot, 

In many ways, Lare Croft's transformation into a 
survivalist is @ ne way to represent Tomb Raider’s 
Journey. From staring point of fame and fortune, the 
series has had to adapt to survive against a hackclop of 
sweeping changes in game dasign and consumer tastas, 
‘as wallas the occasional misfortune. Against all ofthat, 
the people behind Tomb Raider have reinvented it over 
the course of two decades to remain one ofthe world's 
‘most beloved brands, ancl Lara Croft stands alone as the 
icon representing that monumental efor. 

Indeed, the future looks bright —the Crystal Dynamics 
team won't speak of any future plans just yet, but with 
audiences stil dscoverng Rise Of The Tomb Raider, an 
‘ongoing comie series and anew mevie in the works, 
it's far to say that Lara Crofts parhaos just as popular 
‘as sho ever was, “Lara has transcended gaming ina 
way that | think no other character has —because of the 
movies, because she was considered a virtual mode! 
for awhile ~ so think she does hold a unique place in 
‘gaming Fistory tht | don't now f any other character 
could compete with,” concludes Meagan —andit’s very 
hate to cisagree with her 


‘Special thanks to lan Dickson, Ash Kapriolov, Alex 
\Verrey and the organisers at replayevents.com for 
making this article possib 
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inal Fantasy is well known for 
‘throwing out its characters 
and worlds between entries 
and starting again. To an 
‘outsider, t might look ike 
theyre just swanping ane set of 
‘melodramatic, spky-haved and buckle~ 
‘lad teenagers for another, but tis far 
from the only thing that changes in this 
FPG series, From 1988's Final Fantasy |! 
‘onwards, Squaresoft would reinvent the 
Underlying systems af the combat and 
character progression in every saquol 
Yet it would stl retain a very traditional 
tur-based battle system night up unt 
Fal Fantasy X on PS2 ~a predictable 
sequence of random encounters, an 
iconic viory theme and some form of 
leveling up. For along time, al ofthis 
seemed resistant to change. 


Final Fantasy XIl was the bravest 
‘game released in the senes. It jettsoned 
‘um-basod combat fora real-time 
system that had no random encounters. 
Enemies were instead spraad across 
sprawing fields, and the vanstion 
bbetween combat and exploration was 
‘seamiess, Using 2 smart new system 
ccaled Gambits, you could program your 
characters to automaticaly execute 
perfect party strategies, ting them 
‘exactly when to attack, heal or cast a 
spol. Evon by tho standards of a sores 
‘uit on reinventing itso, it was raccal 

FFXIl came fram the lingage of the 
PSone's Final Fantasy Tacics and Vagrant 
‘Story, sharing ther setting of vai, 25 
‘well as ther character designer (Akiko 
Yoshidal and game dvector (Yasui 
Matsuno), Several years into along, fi 
Yyear-plus development cycle, Matsuno 
dropped out of FFX! ropertedly duo to 
‘peat concems. While much of she story 
surrounding Final Fantasy Xil's creation 
‘eccame about Matsuno's departure, he 
\was joined as codrectar of the project 
by long-time Final Fantasy battle design 
mastermind Hiroyuk to, This meant the 
Vision of the game didn't change too 
much when Matsuno left. 

“We had many experienced 
doyolopment staf in the team, such 


FINAL FANTASY Hil 


as Hiroyuki to, who was in charge of 
many of the battle designs for previous 
numbered Final Fantasy ttle, and hada 
clear vision of what we had to do up ta 
the game's launch, so the development 
of the game or the overal vision was, 
not realy affected,” says FFXI's project 
‘manager, Hiroaki Kato, 

I's previously been reported tt 
after Matsuno departed the projet, the 
development team was restructured, 
‘out Kato denies this was the case. The 
project was extensively detayed ftom 
a targeted summer 2004 release date, 
‘eventually reaching Japan in May 2006 
but this was due to the ambition behind 
the project rather than his leaving, "That 
reorganisation of the develooment team 
‘éd not actualy happen, 50 no diferences: 

n the process arose from this,” Kato 
says, “The biggest challenge in Final 
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Famtasy Xll was transtioning fom the 
‘menu-based battle system separated 
‘tom the exploraton in previous Final 
Fariasy les, 10 seamless, rea-time 
battles using the Gambit system. 


by many more abiities, customisable 
conditions and additional Gambit sits 
It's very basic programming, but fs 
‘also more complex than anything Final 
Fantasy had chalengad payers with 


We also added ina great many more before at that time, 
tlements for replay value, such as the 
bounty hunts, so we needed to adjust ‘epending on the player, 


and balance out the game itselt and 
the battle system, and thats what we 
needa the time for: 

The Gambit system lets payers 
choose thai abitias, and when to 
‘execute them. You can set your 
characters to automaticaly attack 
enemies on less than 60 per cent health, 
for exemple, orto heal alles who are on 
less than 30 per cent health — then you 
can prose these commands to achiewe 
tho best results, The fighting plays out 
‘automatically, but you can also manvally 
salact moves if neaded, The Gambits 
start as simply 2s characters attacking 
the enemies who are nearest to them, 
though i’ later made complicated 


with their individual tastes 
[and preferences, some of 
{them may feel Final Fantasy 
Xl’s game system is too 
complicated," Kato says. 

“However, ffom a development 

pont of view, rather than seeing it 

8s complicated, we feel that these 

different opinions come from how 

well lfferent players can get used 

to the new systems that have been 

implemented,” he continues, “When 

you lack at curent-generation games, 

‘hore ara many games released with an 

‘open-world setting and realtime battles, 

where the character development is 

deep and players can realy enjoy the 


exploration. | feel thatthe players have 
gotten used to playing these kind of 
‘games, so from that perspective | don't 
think Final Fantasy Xilis a complicated 
game. | recognise Final Fantasy Xll as 
2 game that has depth and that lets 
players enjoy many playing sty. 

He's not wrong — that ‘laxity 
and strategy 's why Final Fantasy Xi 
is so excting, The Gambit system is 
coupled to the License Board, which 
lets players unlock the new abies they 
acquire throughout the world, as well 
‘as powerful attacks and summons, Itis 


2 litte tickior to grasp than something 
lke, say, Final Fantasy X, where all that’s 
required to use an ablity isto unlock i, 
then select it in bate. But the nature 

of Gambits means the player gets 

the pleasure of buiing a sequence 

of invicate strategies, then watching 
them play out. There's far more tactical 
scope t0 it than mainine Final Fantasy 
typically offers. 

Witt no random battles, the 
continuaus cycle of fighting and 
exploring offers a very cfferent pace 
PENE to previous games, where battles are 


wVindstnacottienand famously heightened with crematic 


“by, rmargaly more interesting ‘musi and punctuated with the 
- thank she gt ragged nto aforementioned vetory theme. This only 
* thea a wel Pees ame ays infequentyin Final Fantasy Xl 
= =\* sftacninga dew, dar You can chain combos of enemies 


uichening attacks — FPA to obtain better loot, and take part in 

euivalet of init Breaks — bounty hunts for specific monsters 
rete that What this seamless design does is 

create @ more tangible weld, and the 
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senso af a functioning ecosystem 
between its widite 

“Final Fantasy Xil was a tle where 
‘we committed to realy building up the 
‘world of Ivalice,” Kato says. "While we 
were setting out the clmate, cultures, 
races and the state of affairs of Ivalice, 
it seemed that implementing the 
ecosystem of the monsters was the 
next natural step. The fact that many 
players who have just started playing 
Final Fantasy Xl| wail accidently atack 
‘the Wild Saurian in the Dalmasea 
Estersand {it's a high-level monster that 
is not hostle towards the player) and 
get defeated, leading to lal game over, 
is kind of amusing.” Most players will 
probably remember that gant patroling 
dinosaur from the game's opening 
hours — it's intimidating to look at, but by 
leaving you alone, i's the world’s way of 
ting you that not everything in FFXII is 
cout t kil you. 


hile Ivalice is divided. 
| into too many truncated 
[VJ tand-masses to feel truly 
‘open-world in the way 
‘that something like Skyrim 
does now, it’s leagues 
ahead of the small pockets of towns 
and pared-down world maps seen 
in previous Final Fantasy games. Tho 
architecture of towns in FFX is dense, 
‘and shops ere filed with objects, Ivalice 
is portrayed in a complete-eeing way. 
‘This setting had previously appeared 
in several other games created by 


I Thehaito the kingdom 
ofDalmasea, Ashe 
operates undercover 
afer herhusband, Ral, 
lemurderea ander 
ngdomsovertrown 
bythe Arciadan empire. 
Herjoureyis about 
{aking the and back 


Matsuno, but this was our most 
‘comprehensive look at Ivalice yet. “At 
its coe, Final Fantasy Tactics had a 
imiiture garden field where the 
20 characters baled in a turn-based 
system, while Final Fantasy XI was 
reproducing valice’s environments in 
360 dogroes with reakime movament 
‘and batte progression. So you could 
say tis only natura that Fnal Fantasy XI 
required a greater density of information 
in the art.” Being fly 30 makes 8 huge 
ditference, and more nine with the 
RPGs wee used to today — you could 
spin the camera around and enjoy the 
otal of ho wor forthe fst time. I's 
hoped the game age incredibly wel 

FFPXI's combat and exploraton offsets 
some of the game's weaknosses, Ika ts 
thoroughly boring protagonist, Vaan, and 
an overlayed, dey story ofa resistance 
‘group ousting an occupying evi empire 
‘Your hero is vershadowed by the cast 
that surounds him — including rightful 
her to the Dalmascan throne, Ashe, and 
Han Solo-osque sky pirato Bathior 
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FINAL FANTASY TACTICS. 


VAGRANT STORY 


FINAL FANTASY XT: STORMBLOOD 
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There's aiso the memorably weary 
wanted man Basch, alongside Vaan's 
sightlyless-dull-riond Penelo, Baltie's 
partner, the rabbit ike member of the 
Viera species, the lucdcrousty dressed 
Fran, helps make Wvaioe feel ike a vared 
bbacksrop with @ deep, pre-existing lore, 


lof this is litted by a 
localisation job that's 
significantly better than 
‘that seen in Final Fantasy X. 
Tha drama is professionally 
‘constructed, ane-inors land 

‘wel and the cast is memorably varied 

i nationaity t doesn’t sound ke bad 

‘rime, basicaly, and that makes a huge 

sifference, “| think Final Fantasy X's 


voice acting was good as well,” says English, Briish English, Lain American 
Kato when we point out cftcism ofthe English and Northem European English} 
game, “Tho reason Final Fantasy Xl got dopanding on the character's origin and 
(reat reviews was because weleamed _raca, 10 gve the game more reaism 
{rom our experianeas of doing the voine The Viera have leelancic accants, for 
‘acting on Final Fantasy X.| mean, Final example, while the decsion to make the 
wisannaittnsiiaces Fantasy X was the frst ever numbered Archadian Empire British and Dalmascans 


at an absurd ressed inl Fantasy tite that implemented ‘American was borrewed straight from 
una? Franis \oiee acting! We had more experience ‘Star Wars, according to a US Gamer 
Battiersputreranthe " development on the PlayStation 2 interview with trrslator Alexander © 
SAH She's Viera, aking hardware, so we were able lo create ‘Smith and castng director Jack Fletcher 
et imarenian abbi-eared 'smoothor charactor expressions with That sad, the story gonoraly has abit 
specs, though shes voices, and the localisation staf tha of Star Wars fea, with its big-dreaming 
‘esidered an outcast by ‘were working on this game were protagonist, and cbvous analogues to 
he people now ‘excelent. | think another big point was Princess Leia and Han Soioin Ashe and 
that we used different voice actors with Bahr respectively — parila as the 
ifferent accents (such as American latter plots 3 ooo! airship, 


sm Thestine ie for 
ales, efor eres — 
Indeates whieh character 
is eurentibing targeted 
byhom 


im This'G'symbel nates 
that Gambts are curently 
tive Note that Babes 
‘reno meaning ele 
being marly ental 
bythe player 


Balthier 24032403 
4 


Fran 4174417 
one 
Attack GBasch 38101905 
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Rather than being inspired by George 
Lucas’ space opera, though, Kato instead 
suggests they wera both tapping into 
similarly pervasive staples of popular 
ficton, “We weren't influenced ty 

Star Wars (but personaly, Star Wars is 
‘one of my most favourite films|). Final 
Fantasy Xl has what you might cal quite 
‘orthodox’ archetypal characters and 
story, $0 we were developing it with 

tha in mind, | think Star Wars was also 
created wth an orthodox, archetypal 
storyine and characters, so some payers 
may perceive that we were influenced 
by that. People often ask if Star Wars 
‘was influenced by tis work or that too, 
but when tying to create an archetypal, 
orthodox story itis the same kinds of M 
‘easly recognisable themes and content 

that will appeal fo viewers or players, so 

they may well confuse the fact they are 

‘easy to understand with having soon 

them somewhere else before.” 


inal Fantasy Xil returned in 
July with The Zodiac Age, a 
PS4HD reissue that’s built on 
‘the Intemational Job System \ 
version only released in Japan 

‘on PlayStation 2. I's not cute Hi 
the same game as the ofghnal wih the 

License Board traded fora docicatod job 


progression system, alowing for more 
‘meaningful dfarences batwaen each of 
the party members. In this version, you 
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‘can assign two jabs to your characters 
‘for more flexbilty. There's also an 
autosave function this time around, 

a minimap and a high-speed mods 
to-make those baltles go by quick, 
alongside other tweaks 

The goal isn't to simply this RPG, 
just to give players more ofa chance to 
Understand ts systems, Final Fantasy XIl 
throws players in atthe deep end, and 
Clearly crits didn't mind at the time, but 
‘opening the game up to more people 
is no bad thing, it's hard to dispute that 
the main attraction of this reissue is 
seeing alice and ts characters in HD, 
‘though. I's worth remembering that 
Final Fantasy XIl came out after The 
Eldar Serals IV; Oblvion —this was one 
of the PS2's last big games. Like Clover 
Stu's Okami it showed how much 
potential was stil left in the hardware at 
the time, 

"Final Fantasy Xil was a tile that was 
loved by many players, and we heard 
‘many voices from fans asking to create a 
high-defintion version,” Kato says. “We 
ot only just made it high-definition, we 
implemented new gameplay systems. 
and improved the game vastly, so | feel 
the players can enjoy a new playing 
‘experience in Final Fantasy XI In 
Telation to the ar, we bul the orignal 
game pushing the very limits of the 
PlayStation 2, so when looked at in 
hindsight from the current goneration it 
‘may well appear to have been out of its 
‘ime. | fee! that because we were abe 
‘to creat it ko that, it made it perfect 
to.convert into @ high-qualty, high 
definiton game.” 

Akihiko Yoshide's character designs 
stl look fantastic today, with an almost 
painterly style fo the 3D models, 
particulary around the eyes. This stops 
the game from dating quit as fast as 


some older 3D games do the 
‘translation of the artis amazing. 
"think that effect comes from 
how hard we worked on 
creating the characters 
tea look lke the orginal 
Axtiko Yoshida drawings 
are actually moving,” Kato says, “In 
Final Fantasy XII The Zodiac Age, we 
have boon able to improve the visual 
dlpictians that were limited by the 
PayStation 2 hardware even further. | 
heard they hed the new visuals shown to 
Mr Yoshida as wel, and cared out the 
improvements based on the orginal 
‘with hs supervision, so! hope the fans 
‘can enjoy that.” 
FXIL marked the last tme the long, 

running RPG series was tly ahead 
‘of the curve, and it warrants such a 
‘colebration. The sarias’ great strength, 
more so than creating grand stones 
‘and iconic characters that appeal 10 
‘young people, is in billanty designed 
and complex batle systems thal are 
presented simply tothe player. The 
dovelopers wanted to create a now 
vorsion of that n'a well-ealsed world, 
Wd they undoubtedly succeeded, 

‘Honestly, that tention was so strong 
that we don't realy have a fesing that 
‘we left a legacy or anything like that,” 
Kato says, "Personally, | relly ike oper 
‘world games with seamless, realtime 
battes, so seeing games with that kind 
‘of systom boing roloased sinco Final 
Fantasy Xll maces me realy happy.” 


FETRO EATER ANNUAL | 58 


SUBSCRIBE AND SAVEUP T0 74% 


Every issue of your subscription, delivered direct to 
your door. Print & digital editions available. 


_NEATSTORAGE 


Store up to 13 issues of your magazi 


“Oop 


myfavouritemagazines.co.uk 


100 GREATEST 


From photography to music and technology to field sports, 
there’s something for everyone. 


Our magazines and binders make perfect gifts 
too. And don’t worry if you’re not quite sure which 
titles they'll enjoy the most because we have a 

» great choice of gift vouchers available-to buy. 


Mf Nohidden costs [Ml Shipping included in all prices J We deliver to over 100 countries @ Secure online payment 


my magazines 
Official Magazine Subscription Store 


myfavouritemagazines.co.uk 


Aaa a 
PIR ATES me Sia 
phe as IA 
ee g ES 


INCREDIBLE 
FARTH 


Discover another of our great bookazines 


From science and history to technology and crafts, there 
are dozens of Future bookazines to suit all tastes 


ad w w 


Get great savings when 1000s of great titles, many World-wide delivery and 
you buy direct from us not available anywhere else super-safe ordering 


wee WWw.myfavouritemagazines.co.uk 
Magazines, back issues & bookazines. 


DISCOVER THE GOLDEN AGE OF GAMING 


CLASSIC GAMES 
SUPER MARIO HART 

© DONHEY HONG 

© CHASE HO. 


HARDWARE HEAVEN 
@ COMMODORE PET 

PC ENGINE 

e AMIGA 500 


> 
e@eeeeoveeeeeee ee 


@ GAUNTLET II 
@ VIRTUA FIGHTER 
ROAD RASH TRILOGY 


BIG FRANCHISE 
@ POHEMON 

e@ TOMB RAIDER 

@ ANAL FANTASY 


IN-DEPTH FEATURES ; 


AMSTRAD | COMMODORE | SEGA | NINTENDO | ATARI! SINCLAIR | APPLE | SONY | COIN-OP | MOBILE 


BOOKAZINE | 


